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• Your mission in this adventure role play, should you choose to accept it, is to delve into a 
dangerous world of espionage and uncover a large scale plot that could lead to crime riddled 
government. 

• Create a team of four agents from a pool of 20, each with a range of character profiles to 
choose from, based on attributes and skills such as stamina, charisma, will power, persuasion, 

impersonation, armed and unarmed combat, and more. 

• Equip your agents with the devices necessary to find 
clues, gather vital intelligence and survive crucial encounters. 

• Send all four agents on assignment simultaneously, going 
undercover, probing suspicious events and spying on 
unsavory characters. 

• Engage numerous spy tactics including wire tapping, 
surveillance, lock picking, computer operation, disguises, 
tracking, and many others. 

Make contacts at a variety of locations such as an 
airport, golf course, beach house, restaurant, yacht club, 
and IMF Headquarters. 

• Comprehensive grid map of entire mission setting lets 
you track agents and members of the underworld. 

• Agents can acquire new 
skills and improve on others 
throughout the mission. 

• Digitized graphic scenes 
and original music from the 
Mission: Impossible television 
series. 




Available Fall 1991 for MS-DOS. 
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Ow Talk TO Push 
Clos* Look *T PuH 


Everyone Knows But Indy. 
And He’D Better Learn Fast. 


of a L 


Our biggest, 
most complex 
adventure ever. 

Huge. More than 200 
rooms furnished with 
vivid VGA art. Roto- 
scoped animation, a new 
icon interface. Exciting 
LucasArts electronic 
storytelling technology. 
Dramatic theatrical 
lighting. 

Three ways to 
play and replay. 

Three roads lead to 
Atlantis. "Puzzle path” 
features tough but log- 
ical riddles. “Action 
path” demands two- 
fisted reflexes. “Team 
path" calls on your 
intuitive sense and 
interpersonal skills. 

Cinematic 

soundtrack. 

iMUSE,™ our brand 
new interactive sound 
system, supports all 
major sound cards with 
situation-based sound 
effects and music. 


Plato knew 
about Atlantis. 

In a lost dialogue he 
wrote about the famed 
city and orichalcum, the 
mysterious element that 
powered the Atlanteans 
amazing machinery. 

The Nazis know 
about Atlantis. 

They tracked down the 
lost dialogue, and 
realized orichalcum 
would yield them thi 
ultimate weapon 
of the age 

Sophia knows 
about Atlantis. 

She unearthed a myste- 
rious necklace and beads 
of orichalcum during an 
Icelandic archeological 
dig with Indy. Their 
magical properties made 
her a psychic. 

Everyone knowS' 
but Indy^ 

And hes got to learn 
fast. The Nazis are one 
step ahead of him — 
from Iceland to North 
Africa to the Azores 
to... Atlantis. 


Iceland. The start of a new chapter 
in the history of Atlantis. 


Indy and Sophia cross many paths on the 
way to rediscovering the lost continent. 


The ancient necklace hides 
many mysteries from the past. 


LucasArts 


Indiana Jones and the Fate of Atlantis"' and ©lo-ai LucasArts 
Entertainment Company. INDIANA JONES*: Registered trademark 
of Lucasfilm Ltd. Used under authorization. All rights reserved. 


Lucasfilm Games 


Visit your retailer or order directly by calling 
1-800-STARWAR5 (in Canada 1-800-828-7927). 
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Duke Hukem 



Home Alone 



Chip’s Challenge 


Apogee Software Productions 

Garland, TX 
(800) 852-5659 

DGKE ISOKEM and PAGANITZG; A 
dynamic arcade duo with a couple of 
“pluses,” Apogee Software has a fine 
knack for bringing IBM-bound computer 
gamers a taste of what they’re missing 
with a SEGA Genesis. Duke Hukem, for 
instance, uses over a meg of EGA/VGA 
graphics and a fast frame rate that 
makes motion very smooth indeed. 
Paganitzu takes hero Alabama Smith 
(Hmmm...) through the lost ark, er, Az- 
tec pyramid (yeah, that’s right) where as 
many as 1 30 animated objects might be 
on the screen at once. Both games are 
the first of shareware trilogies and each 
offers on-line hints and instructions. IBM 
($15.00 each). Circle Reader Service #1. 

Broderbund 

San Rafael, CA 

PLAYMAKER FOOTBALL: Originally 
published on the Macintosh, this is a fan- 




Ski-ulator 






is 














Fly the Grand Canyon 


tastic pure strategy football game. 
Players can design a team from scratch, 
using both a “Team Draft” function that 
allows each player to be customized and 
a “Chalkboard” utility that lets plays be 
designed from the ground up. It has a 
convenient, icon-driven interface to heip 
players design their personalized team 
playbooks and artificial intelligence 
routines with situational awareness. IBM 
($49.95). Circle Reader Service #2. 

Capstone 

Miami, FL 

HOME ALONE: Cut from the classic 2- 
dimensional multi-level scrolling arcade 
game mold, here is what licensing a hit 
movie can do for a computer game. Of 
the same ilk as Disney’s Arach- 
nophobia, our hero must run, jump and 
set traps which will reduce the points of 
the two bumbling burglars as they chase 
him through the latter half of the game. 
While some nice digitized pictures are in- 
cluded in the “must watch every time” 
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Nobody Laughs When This 
Pirate Plays With Dolls. 



It’s giving Guybrush 
a headache. 
He’s become a bore, end- 
lessly telling the story of 
Monkey Island 1. If the 
braggart doesn’t find a new 
crusade soon, he’ll be buy- 
ing his own grog at the 
Bloody Lip Bar. 


Vengeance is his 
trademark. 

In Monkey Island 1 
LeChuck’s nuptial vows 
went up in fiza. Now he’s 
back with a new vow — 
wreak revenge on 
Guybrush Threepwood. 


Who will cough up 
the Big Whoop? 

This legendary treasure 
of the high seas is up for 
grabs. There’s more at 
stake than just wealth; for 
Cuybrush it’s his last 
chance to certify himself 
as a world class pirate on 
a pirate’s ship in a pirate’s 
sea blah blah blah. 


Visit faraway islands 
and get lost. 

Take your pick of adventures 
from Scabb to Phatt I sland. 
And with multiple levels 
of play, even your average 
marketing type can feel smart. 


We’ve reassembled 
the original cast. 

Stan’s back in a new under- 
taking. Along with the 
Voodoo Priestess, Governor 
Marley, and other favorites 
from Monkey 1. Plenty 
of cryptic in-jokes, too. 

Incredible VGA art. 

We hired 256 out-of-work 
artists from Los Angeles and 
crammed them six-deep in 
an office until they came up 
with pictures we liked. 


Incredible music and 
sound effects. 

All of the musicians we 
wanted are working in ’70’s 
comeback bands. So we 
scored a few tunes ourselves, 
added some great sound 
effects and went home. 

We did the best 
ould. 

not perfect. But we think 
scanned art, scintillating 
soundtracks, rehashed jokes 
a great story get us close 
and over budget, too. 


Haunting secrets from the 
first game revealed 


Illiteracy-driven icon system 


Thicker, richer 
puzzley goodness 


LucasArts 


Monkey Island 2: LeChuck’s Revenge'" and © 1991 
LucasArts Entertainment Company. All rights reserved. 


Lucasfilm Games 


Visit your retailer or order direct by calling 

1-800.STARWARS (in Canada 1-800-828-7927) . 
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opening credits, the game quickly be- 
comes repetitive. Billed as “family enter- 
tainment without the family,” it’s not ex- 
actly long on entertainment, either. IBM 
($39.95). Circle Reader Service #3. 

Eagle Graphics Company 

Ellicott City, MD 
(800) 253-8712 

SKI-CILATOR: Clearly, designer Dan 
Meyer must be a combination rocket 
scientist/computer programmer/skier. 
Ski-ulator, with its simulation feel, fac- 
tors in gravity, wind resistance, friction, 
etc. and allows players to race the clock 
and simulate real skiing skills. Tucks, half- 
tucks, flying through the air, helicopters 
and more all add to the “rush” that 
makes skiing the popular sport it is 
today. Using EGA-level graphics, the 
three courses are challenging enough to 
leave any hot dogger laid up in a cast. 

IBM ($39.95). Circle Reader Service #4. 

Epyx 

Redwood City, CA 

CHIP’S CHALLENGE: Proving that a 
game doesn’t have to be too fancy to be 
good. Chip's Challenge is a straightfor- 
ward puzzle-solving game. Packed with 
amusing graphics and a gross of unique 
timed one-player tiered puzzles, the 
player must collect the microchips 
needed to reach the next level. Of 
course, keys, magnets, shields, etc. must 
be collected along the way to reach 
these chips, while monsters and barriers 
keep things hectic. This is the type of 
puzzle game that has a unique appeal to 
those for whom puzzle games are not 
their usual cup of tea. IBM ($39.95). 

Circle Reader Service #5. 

Hyacinth 

Norcross, GA 

FLY THE GRAND CANYON: This 
simulatoresque software allows its user to 
take a “flying tour” of the Grand Canyon 
through a line-drawn 3-D virtual world. 
With the lines drawn in different colors, 
players will have to don those famous 
red-and-green 3-D glasses of yesteryear 
as they travel through an actual 
topographical map of this famous nation- 
al park. Almost requiring a high-speed 
computer, this is a ’90s version of the 
old Victorian Era “stereoscope” (i.e., 
something interesting to look at, but not 
really something to “play”). IBM 
($59.95). Circle Reader Service #6. 

Imagisoft, Inc. 

Albuquerque, NM 
(505) 242-1998 

CHINESE CHECKERS: This beautiful 
EGA/VGA piece of shareware faithfully 



Chinese Checkers 



NFL Pro League Football 



The Perfect General 


recreates the game of Chinese Checkers. 
For 0-6 players, each slot can be played 
by either a human or computer player or 
left vacant. The canny Al plays an intel- 
ligent game and on-line rules and move 
hints are available. You know, Imagisoft 
would probably sell a zillion of this little 
gem if they had a licensing hook like 
“Bruce Lee Chinese Checkers.” Well 
worth a look. IBM ($14.95). Circle 
Reader Service #7. 

Infogrames 

London, England 

7 COLORS: Something else from over- 
seas, here is a pure strategy game com- 
plete with “7 colors.” A board consisting 
of diamonds must be conquered from a 
player’s corner by selecting the most 
promising color to absorb. The first one 
to get over 50% of the board takes the 
game. Opponents cannot select each 
other’s colors, and a clock is running 
throughout, forcing players to make 
hasty moves. Well, at least the AdLib 



7 Colors 



Might & Magic III 



The Lost Admiral 


sound support is relaxing! The patented 
“Nocopi Security Paper” used in the 
copy protection is something of a mar- 
vel, too, in that it can only be read when 
the light shines from behind it. IBM. 

Circle Reader Service #8. 

Micro Sports, Inc. 

Hixson, TN 

NFL PRO LEAGGE FOOTBALL: An up- 
date of the older version, this football has 
that magic “NFL license” and is known 
for its completeness. With 140 teams 
from 1987 to the present included (with 
the actual player names, stats and 
uniforms to match), players may also 
draft their own “fantasy” teams as well. 
Stat compiling runs in over 200 
categories per team, the game also fea- 
tures stacks of plays, weather conditions, 
scouting reports and more. Play is sup- 
ported by the GSA Today Sports Center 
league (via modem) for those who like 
true national competition. IBM ($79.95). 
Circle Reader Service #9. 
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Trapped in the ruins of Washington D.C., the last survivors of the human race are on the brink of extinction. Robot 
keepers hold them captive in the Human Preserve, an exclusive zoo for the highest species on the planet. The 
preserve has a thousand hiding places, but it's hard to tell enemies from friends. Ypu'll meet a reclusive scientist 
with mysterious motives ond a bottomless bog of tricks. A beoutiful woman is trapped in a high-tech palace 
swarming with robot guards. There's o robot in the White House, The Capitol is full of Death Poodles. The old subway 
is a river of slime where Harry the Subhuman holds the key to the darkest secrets of the Preserve. You're the only 
one who can put it all together and fight bock. Go c^ad. Spot the 'hots. Free D.C. You cart do it. Maybe. 


■WK/n/xi/ 


THE AVERY ZEDD DETECTRON SERIES #1 


TO ORDER: Visit your local retailer or call 1-503-223- 
4449 or send check or money order for $59.95 to 
Cineploy Interactive, Inc. 2580 NW Upshur Street, 
Portlond, OR 97210 Availoble for IBM, Tandy and 
compatibles. Amiga ond Macintosh soon. 


itM ii a iredemerk ol Inletnslioflel lusiness Mechines Corpotation. Tandy it a 
trademark at Tandy (orparalion. Amiga It o trademark of (ammadate Satinets 
Machlnet Carpacalian. Madniath it a trademark el Apple Campuiar 


©1991, Cineploy Interodive, Inc. 
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New World Computing 

Hollywood, CA 

MIGHT & MAGIC 111: After the long (but 
diverting) installation, one quickly dis- 
covers that New World Computing’s 
penchant for big role-playing adventures 
will be taken to new heights. A state-of- 
the-art sequel to the two previous Might 
& Magic games, number three includes 
full VGA graphics and sound support, a 
point-and-click interface, auto-mapping 
galore, icon-based information displays, 
parties of eight and much more. IBM 
($59.95). Circle Reader Service #10. 

Quantum Quality Productions, Inc. 

Remington, NJ 

THE PERFECT GENERAL: As 
previewed in issue #86, The Perfect 
General is a hex-grid, tactical level, 
abstract WWII-era wargame with modem 
play features. IBM ($59.95). Circle 
Reader Service #11. 

THE LOST ADMIRAL: As previewed in 
issue #87, The Lost Admiral is an 
abstract naval game in the best Empire 
tradition. An extremely challenging com- 
puter opponent and a plethora of 
scenarios and campaign games greatly 
enhance this “deep" strategy game. IBM 
($59.95). Circle Reader Service #12. 

ReadySoft, Inc. 

Rochmond Hill, Ontario, Canada 
(416) 731-4175 

WRATH OF THE DEMON: Another exer- 
cise in arcade action and wrist reflexes. 
Wrath of the Demon sports a fantasy 
storyline to go with this one. With virtual- 
ly no instructions necessary (and an 
equal amount provided), players will 
quickly find themselves jumping, hitting, 
crouching, rolling and doing other neat 
tricks developed over countless quarters’ 
worth of experience from hanging around 
the video arcades. IBM. Circle Reader Ser- 
vice # 1 3. 

Simulations Canada 

Bridgewater, Nova Scotia 

BATTLE TANK-KURSK TO BERLIN: 
Every wargame has some sort of “you 
are there" perspective. In the SimCan 
Battle Tank series, you are the corps 
commander/radio operator, this time on 
the Russian Front from 1943-45. The 
player(s) listen to radio reports from their 
units, assessing their status and issuing 
them new orders. One’s tank companies, 
infantry companies and artillery batteries 
check in, updating humans with “mes- 
sages from the front." With no sounds or 
graphics, this purely mental exercise re- 
quires a bit more imagination than other 
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The Wrath of the Demon 



Megafortress 


wargames of its ilk. IBM ($60.00). Circle 
Reader Service #14. 

PACIFIC STORM-THE SOLOMONS 
CAMPAIGN: From the menu masters at 
Simulations Canada, this easy-to-play 
string of complex calculations recreates 
the WWII land, air and sea battles around 
Guadalcanal. As in their Malta Storm, 
players can get involved in as much 
detail as they want, leaving the rest for 
the “staff” (computer Al) to work out. 
Many options may be toggled for “what 
ifs” and a laminated cardstock map and 
grease pencils are included so that 
players “create their own” graphics. All in 
all, an absorbing exercise in combat 
report reading. IBM ($60.00). Circle 
Reader Service #15. 

Tanager Software Productions 

San Leandro, CA 
(415) 430-0900 

C.Y.P.H.E.R.-OPERATION WILDLIFE: 
Sort of a “Cardinal of the Wilderness" 
game, this first product from Tanager 
Software puts players in the shoes of a 
C.Y.P.H.E.R. (Courageous Young Partners 
in Hush-hush Electronic Radiotelegraphy) 
agent, out to complete missions through 
a city streets and wildlife park. With a 
touch of “Where in the Heck is Carmine 
ElSegundo," the game includes a built-in 
FunCyclopedia with all of the information 
required to successfully complete every 
mission. Edutainment for older (9+ year 
old) kids, or a diversion for adults, 
everyone will learn a lot more about 
mammals playing this game. IBM 
($49.95). Circle Reader Service #16. 



C. Y. P. H. E. R.— Opera tion Wildlife 



Corporation 


Three-Sixty 

Campbell, CA 

MEGAFORTRESS: This simulation of 
an advanced B-52 puts the player not 
only in the pilot’s seat, but also the co- 
pilot’s, navigator’s, early warning and of- 
fensive weapons stations! Managing so 
much is made easy by the point-and- 
click interface in the guise of control 
panels which go a long way toward 
suspending player disbelief. Missions in- 
cluding training. Desert Storm and Flight 
of the Old Dog (based on the book). 

Akin to Harpoon in that the strategy ele- 
ment often supersedes the simulation ele- 
ment, while the learning curve is not 
short. Megafortress is so compelling to 
play that the complexity is quite 
bearable. IBM ($49.95). Circle Reader Ser- 
vice #17. 

Virgin Games 

Irvine, CA 92714 

CORPORATION: The biggest corpora- 
tion in the future world has bioen- 
gineered a monster out of Aliens, and 
the government needs a covert operative 
to find out if this is all true. A player can 
purchase specific weapons and train for 
certain skills before entering the maze of 
the corporation’s security systems in 
search of the embryo from the genetic 
laboratory. This combination role-playing 
/ action game presents a wide array of 
items and puzzles which must all be en- 
countered before a successful conclusion 
can be reached. IBM ($49.99). Circle 
Reader Service #18. ccw 
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JUST ONE OF OVER 
400 PRIZES YOUU FIND 
IN EVERTBOXOF 
BUSH BUCK. 






For use with IBM®PC/XT/AT/PS2 or compatibles with a minimum of512K. DOS 2.0+. Supports CGA, 
Hercules, Tandy. EGA. VGA or color MCGA displays plus the AdLib™ and IBM PSl soundcards. 

Actual pme screens from IBM PC/MCGA version of the game, All other versions may vary, ©1991 PC 
Globe, Inc. All rights reserved. All product and corporate names are trademarks and registered trademarks 
of their respective owners. 

800-336-6314 ext. 500 


Embark on a colorful and animated 
quest for the hidden wonders of the 
world. 

You are Bush Buck: Global 
Treasure Hunter."' A corrupt clutch 
of collectors - led by Otto von 
Slinkenrat - plans to pilfer more 
than 400 of the earth’s priceless 
treasures, scattered in clandestine 
locations across the planet. 

Your mission? Jet across the globe, dodging blizzards, 
cyclones and sabotage - to recover these obscure oddities 
and rare objects before von Slinkenrat can usurp them 
into his own 
private gallery. 

Is the Brass 
Bengal Tiger 
buried in 
Bennuda? Or 
is the Snakeskin 
Shampoo 
somewhere in 
Somalia? The 
treasures are con- 
cealed within 175 countries. Clues as to their whereabouts 
are revealed as you travel through 206 intriguing cities. 

Three increasingly difficult levels of gameplay pit you in a 
battle of wits against 
Pierre LeDroop, Natasha 
Derooshki and the evil 
Otto himself. 

The world’s great 
cultural icons teeter on the 
brink of oblivion. Are you 
prepared for the challenge 
of a lifetime, Bush Buck? 


“One of the best educational games 
we’ve seen to date.” 

Gary Meredith, PC Games Strategy Guide 


“A wonderful geographical scavenger hunt.” 
Boh Schwahach, Universal Press Syndicate 


PC Globe, Inc. 

4700 South McClintock, Tempe, Arizona 85282 


Industry News 


The Rumor Bag 

by Jeffrey Eisner 


V isiting Epcot Center with all of its 
impressive international pavilions is 
the next best thing to attending a 
World’s Fair. The good news for me was 
that I was here on business. I walked up 
to the VIP window with my bag on my 
head and told them I was the rumor guy. 
They didn’t buy it. "Anybody can put a 
bag over his head,” they complained. I 
figured I’d tell them a rumor and prove 
that I was who I said I was, so I told 
them that Westwood Associates was 
working on a new role-playing game for 
Virgin Games that uses a first-person 
perspective a la Dungeon Master or Eye 
of the Beholder. The name of the game 
is Tyrandhia. “Anybody can teli us a 
rumor,” responded the fellow in charge 
of the VIP window. 

I thought to myseif, “What would con- 
vince a corporate loyalist from Disney 
that I was legitimate?” Well, I’d heard of 
the famous Katzenberg memo. Maybe a 
memo from a large corporation would 
do. I showed them a memo I’d lifted off a 
Prodigy staffer that talked about a new 
game they’re offering on-line in 1992. It’s 
called The Next President and it lets 
players all around the country take on 
the role of local campaign managers for 
the candidate of their choice. The memo 
was pretty elaborate. It noted how there 
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would be an on-going poll based on input 
from all the players involved. In that way, 
the game would be dynamic and players 
would have a chance to direct their can- 
didate as to what issues to emphasize, 
where to make appearances and what 
kind of appearances to make, etc. 

The Disney guy bought my story and 
gave me a press pass that was good for 
the rest of the afternoon. I figured that 
would be sufficient time to check out the 
international pavilions. It would be a 
quick trip around the globe for the rumor 
guy, something like the player would ex- 
perience in QQP’s upcoming Solitaire’s 
Journey: 1 998. That’s the working title 
for a game that fits 104 different solitaire 
games together into a quest that sends 
the player all over the world. It even in- 
cludes some interesting trivia questions. I 
told them it sounded like Where in the 
Cards is Carmen Sandiego?, but they 
didn’t think that was any funnier than 
some of my readers think this column is. 

I had no sooner reached the Morwegian 
pavilion than I became mesmerized by a 
familiar walk. Now, I would never reveal 
exactly which beautiful public relations 
professional was entering the pavilion 
ahead of me, but you can be sure I was 
right behind her as she boarded one of 
the Viking ships which take visitors 
through the exhibit. She teased me by 
pretending not to notice me. Then she 
whispered, “I hear Virgin is working on a 
Norse game.” I neither confirmed nor 
denied her suggestion. “It is supposed to 
be a quest game in the style of The Im- 
mortal, ” she continued, just as we were 
interrupted by the audio-animatronic 
visage of a Norse god sending us (at 
least in the ride) back in time. “I’ve heard 
that players have to find Thor’s hammer, 
Odin’s crystal and the like. It’s supposed 
to be called Heirndall.’ 

I thanked her for the information and 
asked her if she’d heard that Ubisoft 
had signed Jimmy Connor as a celebrity 
license for their Pro Tennis Tour 2 
game. She hadn’t, but wasn’t actually 
surprised. Our Viking ship reached the 
apex of the ride and we were immedi- 
ately thrown forward into a log flume- 
type waterfall. As we settled into the pool 



at the bottom of the incline, she said that 
she felt like she had just been thrown 
from a catapult. 


That reminded me that QQP is plan- 
ning to publish a medieval-style strategy 
game called Castles & Catapults. The 
chess-like game will support one to three 
players, feature large maps and be 
modem capable. 


She seemed genuinely interested, but 
as we disembarked from the Viking ship, 
she told me that what she really wanted 
to know was what Dynamix happened 
to be doing. “After all,” she fluttered her 
eyelids seductively, “they didn’t hire 
John Cutter to make coffee in the morn- 
ing.” You cannot possibly imagine how 
tempted I was to break down and tell her 
everything 1 know about the fact that 
Dynambc is planning to start publishing 
role-playing games and sports games. 

My male ego desperately wanted to im- 
press her with the name of the science 
fiction writer that the company was 
negotiating with in order to place their 
first role-playing game in “his” universe. I 
wanted to tell her how the suspension of 
disbelief with regard to the game world 
would be enhanced by the way they were 
using their 3-Space technology. I thought 
about what Dynamix President Jeff Tun- 
nell would do to me if I told an employee 
from a rival company. “Maybe,” I sug- 
gested, “we could go see Captain EO. 1 
could tell you about a cyberpunk game. 
You see, Trilobyte is working on a 
project for Virgin called Cybernet. It’s 
going to be a CD-ROM game based on 
cyber reality.” 

Her eyes sparkled, her teeth gleamed 
and 1 knew the temptation had passed. 
We went to see the 3-D cyberfunk movie 
and 1 could still hang onto my secret (at 
least, that is, until press time), cew 
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Almost too leal. 




REAL CASES. 

Follow a dangerous 
and puzzling trail of crack deals and 
brutal cult killings. 




REAL ACTORS. 

Our most technically 
ambitious game ever. Characters 
video-captured and animated for 
hard-hitting realism. 


Use authentic police 
procedures if you want to survive. 
So realistic, police departments use 
Police Quest as a training tool. 


Plus a soundtrack 
by Miami Vice's 
Jan Hammer 



*0^ 






Get this Police Quest compact jatrol light FREE 
when you order direct! 

Only 6" long • fits in your glove compaitment. Hard plastic body with super-bright krypton bulb. 

To order, call 1-800-326-6654 

(outside the U.S., 209-683-4468) 

Or buy Police Quest 3 from your software dealer and send us the original dated receipt. 

Retail Price: $59.95 


C^SIERRA® 
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Field of (Weird) Dreams 
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Electronic Arts* Earl Weaver Baseball 11 

by Win Rogers 



TITLE: 

SYSTEMS: 

# PLAYERS: 
PRICE: 


S ome cultural 
landmarks still 
survive. 

Nobody, for instance, 
has yet done 
Paradise Lost in rap. 

Citizen Kane still 
awaits colorization 
and Chartres 
Cathedral has not 
been covered with aluminum 
siding. 

Earl Weaver Baseball, how- 
ever, was not so lucky. 

Electronic Arts has put up 
garish triple-decker grandstands 
behind the Qreen Monster at Fen- 
way and along Waveland 
Avenue behind Wrigley. They 
uprooted Connie Mack and John 
McQraw, those canny old Found- 
ing Fathers, and switched leagues on them. They turned the 1927 
Yankees into a team of hitless patsies. Perhaps worst of all, now the 
natural rhythms of the game have been drained away and one is 
forced to play herky-jerky, funhouse-mirror baseball. This was worth 
waiting all summer for? 

Playing Earl Weaver Baseball II is a field-of-nightmares experience. 
It is like something cooked up by Gilbert and Sullivan’s Mikado, who 
wanted the punishment to fit the crime and the billiard sharp to be 
forced to play 


Earl Weaver Baseball 11 
IBM 
1-2 

Basic game, $49.95; 

Commissioner's Disk II, $29.95, 

1990 MLBPA Player Stats 
& Manager Profiles Disk, $19.95. 
Upgrade from Version 1 .5: $49.95 
plus $5.00 S/H for all three modules. 
COPY PROTECT; Code Wheel 
DESIGNER: Eddie Dombrower 

PUBLISHER: Electronic Arts 

San Mateo, CA 


The original 1987 Earl Weaver Baseball is a classic that richly 
deserves its reputation as the best sports simulation ever put on 
a computer. It went far beyond previous computer baseball 
games in uniting arcade action with a sophisticated statistical 
simulation. Its reverence for baseball’s past was evident in its 
statistical recreations of all-star players back to the turn of the 
century and in its restorations of hallowed, long-destroyed 
baseball fields for them to play on. Within the limitations of its 
CGA environment, it had great richness of detail and conveyed 
the rhythmic flow of the game. No previous computer game had 
come close to capturing the graceful ballet as a throw comes in 
to the cutoff man with runners advancing on the basepaths. 

The original game treated its users, as well as the very game of 
baseball itself, with respect. It gave users many choices in configur- 
ing the game for play and did not force an either/or choice between 
arcade and manage-only modes. A father and son could play 
baseball enjoyably together by letting the old man play an easier ar- 
cade mode or letting him simply manage. The program offered excel- 
lent utilities for compiling statistics and printing out their results. 


“On a cloth untrue. 

With a twisted cue. 

And elliptical billiard balls." 

What was the computer baseball lover’s crime to deserve this 
punishment? Where was the “Earl” of Baltimore while this desecra- 
tion was being carried out? 


Earl Weaver’s involvement in the project was no mere celebrity en- 
dorsement, either, since his feisty personality, obsession with statis- 
tics and tactical flair permeated the game. “Earl” was the computer 
manager one played against and the little figure who came out to 
kick dirt on the umpire’s shoes on a disputed play. One could al- 
ways “Ask Earl” when In doubt about a strategy. Watching “Earl" 
choose and arrange the starting lineup after the opposing team had 
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"Aliens approaching... fightercraft launched." 



I here’s no room for error when traveling faster 
than the speed of light, racing through star systems in 
a desperate search for a new world to house Mankind. 
But there are plenty of opportunities for mistakes. Alien 
races of every conceivable size, shape, temperament 
and sophistication seek to aid, use, corrupt or destroy 
you — and you don’t know which. 

• Diplomacy. Negotiate with a variety of alien races. 
Forge strategic treaties and alliances with those you 
trust. Each alien race is uniquely animated. 

• Firepower. Pilot a massive starship armed with 
remote-controlled fightercraft, kamikaze attack ships, a 
devastating plasma gun and high-tech probes. 
Customize the ship’s engine and weapons systems. 
Battle alien warships in Super 3-D Graphics. 


Hyperspeed is a dramatic enhancement of 
MicroProse’s popular interstellar action epic, 
Lightspeed, featuring four giant star clusters to 
explore, an all-new animated opening sequence, more 
aliens and more role-playing adventure. 


For IBM-PC/Tandy/compatibles. For the latest information on release dates 
and availabilities, call MicroProse Customer Service at 301-771-1151, 9 am to 
5 pm EST, weekdays. © 1991 MicroProse Software, Inc., 180 Lakefront Drive, 
Hunt Valley. MD 21030. 
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Review 


announced its starting pitcher aiways provided a short, incisive semi- 
nar on baseball tactics. 

it was certainly time for a new version of EWB. The 1989 upgrade 
(Version 1.5) added some welcome enhancements such as support 
for faster computers and a partial implementation of 16-color EGA 
support. But Version 1.5 remained limited by its CQA beginnings. 
While home and visiting uniform colors could be distinguished in the 
batter/ pitcher closeup window, all players were dressed alike on the 
basepaths. Annoying bugs in the program made it impossible to call 
hit-and-run plays against the computer and made “Earl” occasionally 
forget his bullpen and keep his pinch hitter in the game to pitch. 

One longed to see how the game of baseball might look and sound 
in a simulation that took full advantage of today’s faster processing 
speeds, VGA cards and sound boards. More sophisticated algorithms 
in the ballpark modification utility would make it possible to con- 
struct more accurate renditions of eccentrically configured parks like 
the Los Angeles Coliseum or Toronto’s Exhibition Stadium. 

Pre-release publicity heightened anticipation about the improve- 
ments in Version 11. To be sure, there are some improvements in 
EWB II, all relating to the statistical underpinnings of the game. 
Player statistics can be downloaded over modem from the STATS 
On-Line Services and transferred to the game, thus making it much 
easier to use current player performance data. Additionally, player 
statistics can be exported to and imported from Lotus spreadsheets. 
This feature greatly facilitates data entry and statistical analysis, 
though no key is provided to indicate the order of the data elements 
in the spreadsheet. The inclusion of a team representing the Negro 
Leagues of the pre-Jackie Robinson era is a wonderful symbolic ges- 
ture true to the spirit of the original EWB. Rosters are now big 
enough to allow a team to carry a virtually unlimited reserve list, and 
there is also a separate file for free agents. Finally, the game now 
automatically assigns default rating points when one is entering 


player statistics, making the process of adding new players and 
teams much less mysterious and frustrating than it was previously. 

The Commissioner’s Disk utilities for replaying simulated seasons 
have also seen improvement. The program will not only provide 
standings, league leaders and individual player statistics from 
repiayed seasons, but will also show individual game results, box 
scores and team-versus-opponents breakdowns. (There may be a 
bug in this routine, however, since an attempt to interrupt a season 
partway through the replay froze the program and damaged this 
reviewer’s hard disk directory structure.) There are now two modes 
of fast-stat replay, so the player has the option of playing simulated 
games on the basis of their statistics alone or of factoring in the 
physical characteristics of the playing fields as well. 

The most interesting addition to the statistical simulation is the 
capabiiity, available on the Commissioner’s Disk, to simulate the 
managerial style of various managers of the past and present, and 
even program in one’s own managerial tendencies for the computer 
to utilize in computer-managed games. This utility must be taken 
with a grain of salt, however, since it abstracts managerial tendencies 
from the context of a roster of particular players. It will not work to 
give a manager who loves to steal to a team that doesn’t have the 
speedsters. The program names Earl Weaver as manager of the 
American League 1961-75 team but deliberately doesn’t provide ac- 
cess to his manager profile, though it would be fun to analyze it. It 
doesn’t provide names of the managers of the 1990 teams, 
presumabiy to avoid licensing costs, so one has to translate “St. 
Louis 1” into Whitey Herzog and ”St. Louis 2” into Joe Torre. 

£WH II also retains the openness and flexibility that characterized 
the original. One still has free choice of such elements as ballpark, 
designated hitter status and degree of difficulty of the play-and- 
manage mode, and one has more control than before over how the 
simulation will handle pitching staffs, player injuries and the like. 
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Featuring the very best names in 
entertainment software at the 
lowest prices. 

Period. 


Railroad Tycoon $32 

Red Baron $36 

Ren Leg: Interceptor $35 

Rules of Engagement $36 

Secret of Monkey Island $36 

Secret of Monkey Island II $36 

Secret Weapons of Luftwaffe $4 1 

Silent Service II $33 

Sim City $29 

Sim Earth $40 


Bane of Cosmic Forge 
Bards Tale III 
Breach 2 
Buck Rogers 
Castles 


$36 

$30 

$19 

$30 

$36 


$36 

$30 

$30 

$30 

$36 


THIS MONTH’S SPECIAL: 
GUNSHIP 2000 - $36* 


UMS 11 
Ultima 5 
Ultima 6 
Ultima 7 
Warlords 


$32 

$35 

$41 

$45 

$27 


Chessmaster 2400/2 1(H) 

$31 

$31 




Western Front 

$37 

Civil War 

$37 

$37 

Links 

$37 


Wing Comm. Missions 

$18 

Command HQ 

$31 


Magic Candle 11 

$37 


Wing Commander 1 

$37 

Conflict in Mideast 

$35 

$35 

Martian Dreams 

$36 


Wing Commander II 

$45 

Covert Action 

$30 


Mavis Beacon Typing 

$30 

$30 

Wolfpack 

$31 

Earl Weaver II 

$31 


MegaFortress 

$37 

$37 



Elite Plus 

$28 


MegaTraveller I & II 

$33 

$33 

Seea 16-Bit Titles (while thev last) 


F117A Nighthawk 

$40 


Might & Magic III 

$38 


Buster Douglas Boxing 

$35 

Falcon 3.0 

$41 


Mike Ditka Football 

$32 


Fatal Labyrinth 

$28 

Flight of Intruder 

$35 

$35 

Overlord 

$30 

$30 

Space Invaders 91 

$30 

Gunship 20(K) 

$36 


Populous 

$19 

$30 

Super Monaco 

$35 

Harpoon 

$37 

$37 

Powermonger 


$30 

World Championship Soccer 

$30 


$32 

$35 

$36 

$36 


$33 

$29 

$40 








■* Space 1889 

$30 

$30 

Software Titles 

IBM 

A miga 

Harpoon Btl Set 4 

$23 

$23 

Spell Casting 101/201 

$32 


A 10 Avenger 

$36 


Harpoon Btl Sets 2 & 3 

$19 

$19 

Team Yankee 

$34 

$34 

AD&D: Collector’s Edition 

$36 


Harpoon Challenger Pak 

$55 

$55 

The Perfect General/Lost Admiral 

$36 

$36 

AD&D: Eye of the Beholder 

$31 

$36 

Harpoon Seen Editor 

$26 

$26 

Their Finest Hour 

$36 

$18 

AD&D: Eye of Beholder II 

$37 


King’s Quest V 

$40 

$40 

Thunderboard 

$100 


AD&D: Pool of Darkness 

$36 


Knights of the Sky 

$33 

$33 

Tony LaRussa Baseball 

$31 


AD&D: All other titles 

$31 

$31 

Lemmings 

$29 

$29 

Twilight 2000 

$33 


Armada 2525 

$31 





m Typhoon of Steel 

$36 

$36 


$32 

$35 


$27 


$31 


Bit By Bit Software 
P.O. Box 742 
Parker, Co. 80134 


Orders: (Please have credit card ready) 

1 (800) 788-8198 

Info: 

1-303-841-8198 


Same Day Shipping based on availability. Visa & MC 
accepted. UPS $3.50, $.50 ea. additional item. Second 
day air $2.50 extra, COD $3.75 more. Outside continen- 
tal U.S. more. All sales final, defective products replaced. 
Colo, residents must add .sales tax. All prices subject to 
change. Our Hours: 10-6 Mon-Fri, 10-5 Saturday. 

* Special buy price valid thru 12/15/91. 
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“Wdrid War III Eliminated The Mteak. . . 
Now The Real Flgld Begins.” 


Actual screen shown 


In the wake of nuclear holocaust not even the strong 
are guaranteed survival. Staying alive requires 
resourcefulness as well as might. 

You lead a squadron of 20 highly-trained soldiers who 
discover World War III isn’t over. An insane genius named 
Baron Czarny has built an army from the dispossessed 
and armed it with abandoned high-tech weaponry. Now. 
you must pit yourgroup’sdiverse skills, and your leadership 
abilities, against an onslaught of marauders and military 
madmen determined to win a war the world lost. 



Twilight: 2000 is state-of-the-art, futuristic role-playing: 
Extensive character generation • Over 2MB of stunning 
bit-mapped graphics • Movement in military vehicles is 
shown in detailed 3-D: actions outside vehicles are 
presented in scaled 2-D 3/4 views • Digitized sound 
effects and a mood-setting soundtrack • 9 unique vehicle 
types ranging from an American-made HUM-VEE to a 
Soviet-made T -72 tank • Scenario design by GD W founder 
Marc Miller! 



Actual screens may vary 


Marketed by MicroProse Software Inc, 

180 Lakefront Drive • Hunt Valley, MD 21030 

For IBM- PC Tandy compatibles. Forthelatest information on release dates and availabilities, 
call Paragon Customer Service at 412 838 1173. 9 am to 5 pm EST, weekdays, - 1991 
Paragon Software and Game Designers Workshop Twilight; 2000 is produced under license 
from Game Designers Workshop. 






Review 


With all its new, sophisticated statistical tools this would be a 
wonderful game— if only we didn’t have to look at it. The visuals of 
the game are completely new and very unpleasant. Instead of 
greater differentiation between ballparks, there is less than in Version 
1.5. Cancerous growths of looming grandstands have strangled all of 
the historic parks, overwhelming their graceful scale and blurring the 
differences among them. Stands are always packed with a faceless 
mass drenched in the color of the home team’s uniforms. There is 
no way to avoid looking at these monstrosities even by playing fast- 
stat recreations, since they are the ever-present background to all 
menus and are there while fast-stat simulations are being run. Putting 
the menus on top of these garish backgrounds makes them harder 
to read and means that many more menus are needed than in Ver- 
sion 1.5. There is no relief in turning to the roster screens, for they, 
too, sport show-off color that draws attention to itself and detracts 
from readability. At least it is possible to turn off the elevator music.... 

For planning late-inning bullpen strategies. Version 1.5 had a won- 
derful screen showing lineups, bullpens and benches of both teams 
at the same time. This information is no longer available on a single 
screen in EWB II, and neither can one see two 25-man rosters on the 
screen at once while making trades, as was possible in Version 1.5. 

The action of the game is even worse— an interesting experiment in 
showing complex animated action that is just not ready for commer- 
cial release. The action is mapped on an abstract grid that can be 
viewed from any angle on the field or in the stands. The computer 
“director” chooses the sequence of 
camera angles that best captures the un- 
folding action, sometimes following the 
ball, sometimes a runner advancing 
toward the next base. The director mode 
can also be turned off to let the player 
choose a preferred camera angle. 

With the director mode on, the action 
is fragmented by the constant stopping 
and starting with new camera angles. 

The animation is far from smooth and 
continuous. Rather, it is jerky and full of 
annoying freeze frames. Most of the 
camera angles have far too great a 
depth of field for the screen’s resolution, 
so figures in the distance tend to be dis- 
played as little bouncing blobs of color, 
resembling Smurfs playing volleyball. A 
further distraction is that credit lines for 
the software designers can apparently 
pop up on the screen at any moment(!). 

One would hope to be able to relieve this problem by “locking” a 
camera angle on to “choose a seat in the grandstand” and watch the 
game without the constant visual assaults. Unfortunately, even the 
“locked camera" mode is far too busy. It belies its name by switch- 
ing to a behind-the-plate view for every pitch and showing other 
camera angles as well. The commands to remove sections of the out- 
field stands, part of the menu for changing camera angles, looked 
promising as a way of correcting the game’s inaccurate version of 
Fenway Park. However, the “remove stands” command removed the 
wall as well as the stands behind, leaving nothing but empty space. 
The “locked camera” feature can also strain the limits of one’s 
hardware, and one may be forced to tinker a bit to avoid ending up 
with large areas of blank space or the playing field covered by the 
crowd pattern instead of by grass. 

The batter is large, digitized and impressively realistic. However, the 
aura of realism is shattered since players at different distances from 
the camera, and even at the same distance, inhabit seemingly dif- 
ferent universes. The catcher coming out from behind the plate to 
field a bunt is only half to two-thirds the size of the batter next to 
him. Players are shrunk, stretched, squeezed and distorted into odd 
shapes faster than Alice was in Wonderland as the camera follows 
them across the field. The EGA mode is less detailed but also merci- 
fully less ambitious which means that some may prefer it to VGA. 

The program stores the color of each player’s skin, but the difference 
is only visible in VGA. 
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These complex animated effects also exact a cost. To get the fea- 
tures of the original EWB one now has to pay a lot more. Because of 
the space demands of the animations, many of the capabilities of Ver- 
sion 1.5 are no longer In the basic game but have been moved to 
the Commissioner’s Disk. Without the Commissioner’s Disk one can- 
not add, trade or clone players, make up new teams— even move a 
player from the active roster to the reserve list. The only printing op- 
tion left in the basic game is the capability to print a box score at the 
end of a game. A roster including starting lineup can be saved to a 
disk file but it cannot be printed out from within EWB II. A detailed 
comparison of features is found in the accompanying “Playoff 
Matchups" chart. 

The stripped-down basic game feels like the prototype for a 16-bit, 
hand-held machine game, with the more serious elements of the 
game moved off to the Commissioner’s Disk. It is disappointing that 
a product that made such outstanding use of the computer in the 
past has denied its heritage in this way. 

Most disappointing of all is the feeling that nobody was minding the 
store while these changes were being implemented. Too many 
details have been botched that people who care about baseball 
would have gotten right. The dominant American League and Nation- 
al League managers of the first part of the twentieth century, each in- 
delibly associated with his league’s traditions, were Connie Mack and 
John McGraw. £IVB II sets one’s teeth on edge by giving each the 
other’s league to manage. Didn’t anybody notice? The great Yankee 
manager of the 1931-45 period was Joe 
McCarthy, and of the 1946-60 period 
was Casey Stengel. EWB II gives each 
the other’s era to manage. Didn’t 
anybody notice? As if running out of in- 
spiration, the game gives Leo Durocher 
teams in two different eras to manage 
and gives Charlie Grimm to the Negro 
Leagues as manager, instead of a black 
manager whose style would have been 
quite different from any white manager’s 
of the era. 

The game provides a utility to convert 
previous player disks to EWB II format. 
There were disastrous results when this 
utility was tested on the “All Time 
Baseball” disk released by Electronic 
Arts last year. The converted batters 
proved so weak that a game between 
the 1927 Yankees and the 1946 Red 
Sox— two powerful hitting aggregations, 
the Red Sox with their usual problematic 
pitching staff— was scoreless until a run scored as the result of an 
error in the 45th inning. Because of an apparent bug in the conver- 
sion program, none of the great historic teams on this disk has any 
scoring punch. Again, nobody seems to have noticed until this was 
brought to their attention by this beleaguered reviewer. 

See the accompanying “Playoff Matchups” chart for a more 
detailed comparison of features. Fans of EWB should not upgrade to 
EWB II before seeing the graphics on the new version. They may 
want to stick with Version 1 .5, though Electronic Arts is unlikely to 
support it with new player disks and bug extermination unless hit 
with a protest as noisy as the one that brought back Classic Coke. 
Tony La Russa’s Cllllmate Baseball, reviewed in CGW #88 and in- 
cluded on the chart, is a strong competitor to EWB II. It bears a 
close family resemblance to EWB II on the statistical side and offers 
VGA graphics that are much more pleasing to the eye. It consumes 
a large amount of hard disk space and its basic game package does 
not offer as many playing options as the complete EWB II system. It 
is not known how much its promised Fantasy Manager utility disk 
will improve things. 

We are told that V.l.P. participants at the All-Star Game (press and 
baseball executives) were very positively impressed with the game. 
Perhaps we (like many baseball fans) are too enamored with the 
past to see the elegance of Earl Weauer Baseball ITs system. We 
leave it to the vox popull to make the final decision (sort of like let- 
ting the fans vote on the All-Star line-ups), cew 
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MORE BABES. MORE BREWSKIS. 
MORE BAD JOKES. 

WE HOPE YOU'VE DONE YOUR HOMEWORK 

Join Ernie and Eve in this hilarious romp through the 
bedrooms, turrets, and tunnels of both Sorcerer Univer- 
sity and nearby Barmaid U (where grading on a curve 
takes on a whole new meaning). To pass this course 
you’!! need to cast ridiculous spells, solve ribald puzzles 
and “interact” with gorgeous women. Any questions? We 
didn’t think so. Class dismissed. 



Ah, college life! Tree- 
lined walks. Hushed 
study halls. Ivy- 
covered professors. 
The days are filled 
with the quiet pursuit 
of knowledge. The 


nights, however, are a different story! 


ERNIE IS BACK! 

Welcome to Spellcasting 201: The Sorcerer’s Appliance. 
Ernie Eaglebeak is back at Sorcerer University for his 
sophomore year and he wants to join a fraternity. No 
problem, except for those quaint, har ml ess initiation 
rituals known collectively as. . . HELL WEEK! 

RETURN TO ANIMAL HOUSE 

Every night, in a mysterious chamber below the fraternity 
house, a vindictive pledgemaster dons a ceremonial chicken 
suit and burdens Ernie with a series of ridiculously impos- 
sible hazing tasks. Fortunately, Ernie knows where to 
get help. He creates it! 

A TALE OF HIGH EDUCATION AND LOW MORALS 

Harnessing the powers of the mysterious Sorcerer’s 
Appliance, Ernie creates a woman. Meet Eve. (It’s only 
been done once before, and that time it cost the guy a 
rib). Eve is the ideal woman. Well, maybe not ideal, but 
certainly entertaining. 


From the scandalous imagination of Steve Meretzky, 
Spellcasting 201 is the sequel to his award-winning hit. 
Spellcasting 101: Sorcerers Get All The Girls. These games 
may be considered unsuitable for young minds, as they 
contain material and situations that children have already 
seen in far greater detail on 
daytime television. Avail- 
able for MS-DOS and 
compatibles. 



WLEGEND 

# ENTERTAINMENT COMPANY 

Marketed by MicroProse Software, Inc 
ORDER DESK 1 -800-879-PLAY 
9:00 AM-5:00 PM Monday-Friday 

> Hum Valley. MD 21030 
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Early CGW Back Issues 

Explore the History of Computer Games 

Early CGW back issues are the THE RESOURCE for the early history of computer games and the computer game in- 
dustry. These issues are in short supply. Follow the sage old rule in regards to hard-to-find books: when you find 'em, 
buy 'em; chances are they won't be there later. Prices are based on availability. 


2.5 ($4.00) - Labrinthine (fiction); Software Piracy; Starbiazer; Galactic 
Gladiators Review and Scenario; Atari-Exploring the Human Connection; 
Gaudalcanal Campaign; Robot Tournament; The Road to Gettysburg; 
Cytron Masters; Starship Commander Notes; Invasion Orion; and more! 

2.6 SOLD OGT! 

3.1 ($3.00) - Test Pilot (fiction); Serpentine; Cosmic Balance; S.E.O.I.S.; 
Armor Assault; The Arcade Machine; The Atari Arena; The Learning 
Game; INDEX; and more! 

3.2 ($7.00) - Computer Games in 1983; Cosmic Balance Tactics and 
Ship Design; Zork!; Overview; Ultima II; Millionaire; Robotwar Tournament 
Results; Mockingboard Sound Board; Epidemic; Game Ratings; and more! 

3.3 ($4.00) - C!ose Assault; Computer Ambush; Adventure Game Con- 
test; Pinball Construction Set; Germany 1 985; Galactic Attack; Two Com- 
puter Baseball Leagues; Chess 7.0; 100 games rated; and more! 

3.4 ($5.00) - Suspended; M.U.L.E.; Battle for Normandy Strategy; 
Serpent’s Star Hints; Cosmic Balance Contest Results; Knights of the 
Desert; Galactic Adventures; Computer Golf; Bomb Alley; Game Ratings; 
and more! 

3.5 ($4.00) - Electronic Arts; Combat Leader; Archon; Lode Runner; 
TAC; Paris in Danger; Boardgamer Meets Computer; Cosmic Balance II; 
Delta Squadron; Zork III Tips; and more! 

3.6 ($7.00) - Ultima III; Operation Whirlwind; Reach for the Stars; 

Legacy of LLygamyn; Broadsides; North Atlantic '86; Zork li Tips; and 
more! 

4.1 - SOLD OUT! 

4.2 ($8.00) - Chris Crawford on Computer Game Design; Goren’s Com- 
puterized Bridge; Carrier Force-The Fog of War at Its Foggiest; DIREC- 
TORY OF GAME MANUFACTURERS;3rd Annual Robot war Tournament 
Results; Live Sci-Fi Gaming; M.U.L.E. Designer Notes; Starcross Tips; Par- 
thian Kings; and more! 

4.3 ($7.00) - Seven Cities of Gold-View From Playtester; Universe-Two 
Reviews; Mig Alley Ace; Questron; Tycoon and Baron; A Broadsides 
Replay; Chancellor of the Exchequer; Enchanter Tips; Children’s Games- 
A Shopping Guide; Under Southern Skies; Chivalry; and more! 

4.4 ($3.00) - Jupiter Mission; Fifth Eskadra; Excalibur review and 
Designer’s Notes; War in Russia; President Elect and 1984; Lode Runner 
Contest; Fighter Command; Galactic Gladiator; Scenarios; Flight 
Simulator II and Solo Flight; Crypt of Medea; Sorcerer Tips; and more! 

4.5 ($5.00) - Staying Alive in Wizardry; Adventure Gaming Conference; 
CGW Baseball League; The Computer as Opponent; Sundog; CGW Com- 
puter Game Conference; Road to Moscow; Strategy Game Tips; Deadline 
Tips; Seven Cities of Gold Designer Notes; Rails West; and more! 

4.6 ($3.00) - Carrier Force Replay; When Superpowers Collide; Mail 
Order Games; Panzer-jagd Review; More Galactic Gladiator Scenarios; 
Cutthroat Hints; Should You Turn Pro?; Dreadnoughts; F-15 Strike Eagle; 
and more! 

5.1 ($4.00) - War in Russia Replay (Pt 1); Hitchhiker’s Guide to the 
Galaxy (two articles); A Software Agent Looks at the Industry; 
Breakthrough in the Ardennes Designer Notes; Gulf Strike; Cosmic 
Balance Contest Results; Clear for Action; and more! 

5.2 - SOLD OUT! 

5.3 ($3.00) - Sports Games Survey; The Battle of Chickamauga; Im- 
perium Galactum; Games You’ll Never See; Crusade in Europe Design 
Notes; Lucasfilm Enters Home Gaming; Baseball Games for Your Com- 
puter; Mindwheel Hints; Silicon Cerebrum; Reforger ’88; Napoleon at 
Waterloo; and more! 

5.4 - SOLD OUT! 

5.5 ($6.00) - The Future of Computer Gaming; The Bard’s Tale; Game 


of the Year Awards; Crusade in Europe and Decision in the Desert; Com- 
puter Football Survey; Ultima III; Golan Front; Wishbringer Tips; How to 
Telegame; Colonial Conquest; Star Fleet One; Star Crystal; Speculator; 
Incunabula; and more! 

#26 ($3.00) - Conflict in Viet Nam; Inside Ultima IV; The Halley Project; 
Silent Service Designer’s Notes; The Kobayashi Alternative; Spellbreaker 
Tips; Koronis Rift; Eidolon; Story Tree; and more! 

#27 ($4.00) - Under Fire Replay; Europe Ablaze and U.S.A.A.F.; Map 
Design for Computers; 7th Fleet; Game Manufacturer Survey; Battle of 
Antietam;; Ballyhoo Tips; and more! 

#28 ($5.00) - The Dark Ages of Computer Game Design; Three article 
on computerized baseball; Autoduel; Alter Ego; Nam; The Current State 
of the Entertainment Industry; Halley Project Update; Amazon Tips; and 
more! 

#29 ($3.00) - Battlegroup & Mech Brigade; Psi 5 Trading Co.; Battle of 
the Atlantic (SimCan); Universe II Playtester Notes; Island of Kesma; Bor- 
rowed Time Tips; Golf Games; Countdown to Shutdown; Moebius; Nor- 
way 1985; Clash of Wills; and more! 

#30 ($3.00) - American Dream Review; Phantasie !l; Industry Survey; 
Kobayashi; Alternative Revisited; Orbiter and Flight Simulator for Mac; 
Silent Service for Atari; Championship Basketball; and more! 

#31 ($3.00) - Wizard’s Crown; Trinity Playing Tips; Operation Keystone; 
Habitat/Quantumlink; Baseball stat progams; Grand Slam; Race Car 
Simulator; Amiga graphics/music/video prgrams; APBA Baseball; Spin 
Out; World Karate; and more! 

#32 ($3.00) - Interview with Alan Miller; Interview with Brain Moriarty; 
Lords of Conquest review and strategy notes; Alternate Reality; Bat- 
tlefront; A Mind Forever Voyaging playing tips; Chessmaster 2000; Rom- 
mel-Battles For Tobruk; Bronze Dragon; and more! 

#33 ($5.00) - Leather Goddesses of Phobos Hints; Computer Gaming- 
The Year in Review; Gettysburg-The Turning Point; Shard of Spring; Inter- 
view with Chris Crawford (Pt 1); DragonFire II; and more! 

#34 ($5.00) - MoonMist Hints; Robot Rascals; Defender of the Crown; 
Iwo Jima/Falkiands; Amnesia; Adventure Game Conference; Warship; In- 
terview with Chris Crawford (Pt 2); Major Motion; 1985-1986 INDEX; and 
more! 


Early Back Issue Order Form 

Send Issue(s): 

Take care when listing issues. For example: 3.2 is a different issue than #32 

Alternate selections if any above choices are sold out: 

Name 

Address 

City, ST, Zip 

Send check, money order or charge to Visa/MC. If or- 
dering by credit card, please give the following info; 

Check One: Visa MasterCard 

Visa/MC Number 

Exp. Date Signature 

Please add 15% for shipping. California residents add 7.25% sales tax. 

Mail order to: Computer Gaming World, Back Issue Dept. P.O. Box 730, Yorba 
Linda, CA 92686. Or insert in the prepaid envelope in the center of this issue. 
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You must have heard how SOUND BLASTER 
took the PC market by storm... 


Now the HURRICANE... 


“It’s the next-generation sound card 
and it is loaded! The operative word is 
''twice." It has twice the sound 
channels (22) of the original Sound 
Blaster with twice the quality of sound 
in stereo, as weil as stereo DACs for 
digitized speech and sound effects." 
Computer Gaming World 

August 1991 





“With its associated software, it has 
quietly (no pun intended, but what the 
heck) become the standard sound system 
for advanced PCs " 

Jerry Pournelle, BYTE June 1991 


COMPUTE August 1991 

“ ...Creative Labs is now turning 
up the volume with the Sound Blaster 
Pro. It’s basically two Sound Blasters 
on a single card with additional 
multimedia features thrown in. It has 
twin FM chips capable of creating 22 
individual voices, two DACs for stereo 
voice and sound-effects playback, a 
stereo microphone jack, and a built-in 
stereo mixer that can adjust the 
volume of all your Sound Blaster audio 
sources (stereo DAC, stereo FM, 
microphone, stereo line-in, CD-Audio 
and PC internal speaker). 

The built-in mixer makes the 
Sound Blaster Pro fully compliant with 

Microsoft’s Multimedia Level 1 
Extensions to Windows . Multimedia 
software will be able to fade-in, fade- 
out and pan the various audio sources 
to create elaborate sound montages. 

The Sound Blaster Pro includes 
a CD-ROM interface for either an 
internal or external CD-ROM player. 
There's also an internal connector for 
CD-Audio. The MIDI interface is 
compatible with the original Sound 
Blaster’s MIDI interface but adds the 
MIDI time-stamp that’s part of 
Microsoft’s new multimedia standard. 

All in all, the Sound Blaster Pro 
is chock-full of new features, vet it’s 

fully compatible with its younger 
brother." 

Reprinted by permission of COMPUTE ©1991, 
COMPUTE Publications International Ltd 


Microsoft and Windows are registered trademarks of Microsoft 
Corp and Ad Lib is a registered trademark of Ad Lib Inc. 

Sound Blaster is a trademark of Creative Labs. Inc 


At a devastating price of $299.95 

and you get a "chock-full of features”: 

* Stereo DAC for digitized Sound output 

* Stereo voice recording from mic, CD or Line-in 

* Sampling rate 4KHz to 44KHz 

* Stereo 22-voice FM music synthesizer 

* Stereo mixer with digital volume controls 

* MIDI interface with adaptor and cables 

* Built-in CD-ROM interface 

* Joystick Port 

* Microphone AGC amplifier 

* Power amplifier (4W per channel) 
and loads of FREE bundled software: 

* MIDI Sequencer 

* Pro-Intelligent Organ 

* VEDIT2 - Voice Editor & Utilities 

* SBTALKER-text-to-speech 
synthesizer with DR SBAITS02 

* Talking Parrot - voice in/out 
application. 

* MMPLAY Multimedia Presentation 




“The big question is, at a list price of 
$249.95, is the Sound Blaster worth the 
investment? Yes, yes, a thousand times 
yeslir PC HOME JOURNAL . 

How many “yes!!!" would you give now 
that the Sound Blaster list price is reduced 
to $169,951 And you get: 

* DAC for digitized voice output 

* ADC for voice recording 

* 1 1 -voice Ad Lib FM synthesizer 

* Full duplex MIDI interface 

* Joystick Port 

* Microphone amplifier 

* Power amplifier (4W per channel) 

* Bundled software: • Intelligent Organ 

• Talking Parrot • Voice Toolkit 

• SBTALKER • DR SBAITSO 

• Jukebox for Windows 3.0 

Sound Blaster Micro Channel Version 
^ is also available. m 



CREATIVE LflBSrma 


2050 Duane Avenue Santa Clara CA 95054 
Tel (408) 986 1 46 1 Fax (408) 986 1 777 

Outside North America, contact: 


IcREimvE TECHWotogy pte. ltd. 


75 Ayer Rajah Crescent #02 04 Singapore 051 3 
Tel (65) 773 0233 Fax (65; 773 0353 


* CD music player 

* Windows 3.0 DLL and 
sound applications 


North America master distributor 
Brown-Wagh Publishing 
1 30D Knowles Drive Los Gatos CA 95030 
For your nearest dealer, call 1 - 800-451 0900 
Tel (408) 378 3838 Fax (408) 378 3577 


The pc sound standard 


Largest support of Multimedia. Music. Education, Entertainment & Productivity software undei DOS and Windows 3.0. 





Sneak Preview 



Sneak Previews are not designed 
to be reviews. They are feature ar- 
ticies based on “works in progress" 
which CGW’s editors have deemed 
worthy of eariy coverage. These ar- 
ticles are not intended to provide the 
“fmai word" on a product, since we 
expect to publish appropriate review 
coverage when the game is com- 
pietely finished. Sneak Previews are 
designed to inform our readers 
about upcoming games and 
generate excitement about the “state 
of the art" of computer game design 
in general. 

I nterplay's goal, in Star Trek: The 
25th Anniversary Game {Star Trek) 
is to help round out the five-year mis- 
sion that was never concluded in the 
three-year run of the television series. 

The original concept for the game was to 
enable the player to experience an entire 
“season” of adventures which were to be 
designed, essentially, as television 
episodes. 

Starfleet Command Perfor- 
mance 

As of this writing, the game will contain 
about one-third of a season’s worth of 
television-style episodes (nine) and the 
player will experience the episodes by 
guiding the familiar landing party of Kirk, 
Spock, McCoy and the ever-expendable 
"red shirt” through the stories. Each 
“episode” contains anywhere from four 
locations (in the simplest scenario) to 12 
locations in order to unfold a given 
storyline. Hence, from the time one 
beams down to a planet to encounter the 
puzzles, banter and fiction that drives the 
game. Star Trek feels right. 

Exploring the “final frontier” involves a 
universe of trade-offs, however. One 
begins with instant familiarity with the 
main characters and their setting, but 
that very strength brings with it a “paral- 
lel universe” of script approval, Trekkie 
expectations and character limitations. 
Veteran game designer and novelist 
Michael Stackpole wrote the original fif- 
teen scripts for the game, but the film 
studio rejected some of the detailed refer- 
ences to shows in the television series be- 
cause they felt that certain TV episodes 
were of lesser quality and untrue to the 
basic universe. Stackpole had known 
that he would have to be careful with 
details and characterizations in the Star 
Trek universe, but must have figured that 
his experience in writing Battietech 


novels would put him in good stead for 
developing plots for existing universes. 
What he could not have expected was 
for the film studio to decide against plot 
elements derived from episodes which 
were already part of the Star Trek 
legend. Eventually, Liz Danforth came in 
to craft new “episodes” (i.e. mini-quests) 
to take the place of those which 
Paramount was unable to approve. 

She Canna’ Take Inna More 

That was not the only “trade-off” to be 
experienced in designing for the Star 
Trek universe. The design team found 
themselves confronted with a problem re- 
lated to starship combat. In the television 
series, conflict was limited to a couple of 
orders to the crew on the bridge, a few 
photon torpedo runs and the actors 
throwing themselves around the bridge 
to simulate the Enterprise taking hits. 
This was effective enough for television 
in the ’60s, but it wasn’t very entertaining 
as a game. 


So, the design team elected to have the 
Enterprise cavorting like a “fighter” in 
dogfights at sub-light speeds. These ac- 
tion sequences are somewhat reminis- 
cent of Wing Commander and shouid 
be fairly entertaining to those who enjoy 
arcade-style sequences, but we can al- 
ready hear the howls from “Trekkie” 
purists who, like Scottie, will imagine the 
stress required for a starship to handle 
like that and will cry, “Captain, she 
canna’ take inna more!” 

The action sequences themselves serve 
an admirable purpose in providing ten- 
sion and drama between “episodes” and 
they aliow the programmers to show off 
the impressive planetary graphics they 
have designed, but one wonders if the 
design decision will not alienate some 
members of the target audience. For- 
tunately, the artistic presentation of the 
rotating planets already looks better than 
most of the Class M planets orbited by 
the television version of the Enterprise. 


Hailing Frequencies Open 
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Interplay *s Star Trek: The 25th Anniversary Game 

by Johnny L. Wilson 



“I’m Just a Country Doctor” 

Another trade-off in the design is in the 
non-typing interface. The very intuitive, 
non-intrusive and effective interface pops 
up when one clicks on an on-screen char- 
acter. A humanoid outline is depicted on 
a window which covers a portion of the 
selected on-screen character and one 
simply clicks on the humanoid’s hand to 
“touch” something, its foot to “go” some- 
where, a globe it is holding to “use” an 
item (or, as Captain Kirk, to “command” 
someone), its eyes to “examine” any- 
thing and its mouth to “say” something. 

In fact, the command interface is so un- 
obtrusive that many will ask, “What’s the 
trade-off?” The trade-off can be seen in 
the fact that the game is icon- and puzzle- 
driven while the series it is based on was 
largely dialogue driven. The design team 
has been sensitive to the dlalogue-dmen 
nature of the universe, however, and has 
managed to fill the data files with classic 
lines like: “Dammit, Jim, I’m a doctor, 
not a miracle worker!” and “He’s dead, 
Jim.” Some plots will have to be solved 
by making menu-driven dialogue choices 


in sensitive diplomatic negotiations, just 
as one would expect on TV. 

Indeed, the goal of the game is not to 
hack and slash one’s way across the star 
map. Rather, the emphasis is on thinking 
one’s way out of difficult situations rather 
than shooting one’s way out of them. 

If one is successful in resolving the con- 
flicts arising during this “fourth season,” 
the game gives the player a certain num- 
ber of skill points. These points can be 
cashed in and used to purchase better 
skills for party members. These skills, in 
turn, may determine how successful the 
player will be in future “episodes.” 

He’s Dead, Jim 

One very courageous design decision 
was allowing the possibility for Captain 
Kirk to die. Most publishers do not like to 
put their protagonists at risk and most 
gamers will not be expecting it to be any 
more possible for Captain Kirk to die 
than it would be for Luke Skywalker to 
die. It Just isn’t done in film and television. 

Fortunately, Captain Kirk is not handled 
capriciously in Star Trek: The 25th An- 


niversary Came. There are warn- 
ing signals when the player is 
being too irresponsible. After all, 
losing the “red shirt” will not exact- 
ly endear the good captain to 
Starfleet Command and it is a 
warning to the player that he/she 
may not be approaching a con- 
flict in the right manner (i.e. the 
“red shirt" will always die before 
Kirk is endangered). None who 
watched the original television 
series ever really believed that 
Kirk would die. In the game, how- 
ever, we will have to be more care- 
ful as the death of Kirk (as the 
player’s alter ego) ends the game. 


It Is Only Logical, Cap- 
tain 


The “episodes” themselves have 
a very nice variety. In one epi- 
sode, there is a religious com- 
munity that seems to be seeing 
demons behind every bush. In 
another, a group of pirates have 
hijacked a tug. Romulan diplo- 
macy serves as the focal point of 
another episode and Harry Mudd 
returns in yet another. We were 
fascinated by the neo-Aztec reli- 
gion which crops up in two epi- 
sodes and the return of Kirk’s cor- 
bomite gambit as something more than 
a bluff in yet another. The pirates have to 
be handled something like the “gangster” 
world in “A Piece of the Action” in an 
episode near the end. The final epi-sode 
is still awaiting that necessary script ap- 
proval from Paramount. Suffice it to say 
that the final confrontation of the adven- 
ture should be something very special. 


Enterprise, Report 

star Trek: The 25th Anniversary 
Game is, at once, more successful and 
more potentially controversial than any 
of the previous Star Trek computer 
games. Although the stories and charac- 
terizations capture the heart of the series 
with a zest as yet unseen in a computer 
game, the Star Trek universe has en- 
gendered such a devout band of purists 
that one wonders how they will react to 
the trade-offs necessitated in this new 
design. Nevertheless, one impression 
seems clear— Star Trek: The 25th An- 
niversary Game offers both a visual and 
verbal richness that should seem like 
warp speed compared to earlier Star 
Trek products, caw 


December 1991 
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Behind the Screens 


"Let There Be Barton Creek!" 


The Creation of a Links Course Disk 

by Russell Slpe 

Barton Creek 

COUNTRY CLUB 




The green on the par-4 1 6th requires a 
very accurate approach shot. A creek 
and waterfall runs across the fairway 
just in front of the green. Except as 
noted, photos in this article are of the 
Barton Creek Fazio course. 


Zeke McCabe photographs a tree while 
marketing director Steve Wetzel looks on. 
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A s these words are being written, 

the PGA is gearing up for the pres- 
tigious PGA Tour® Championship, 
in which the top 30 money winners, pius 
all tourney winners of the year, compete 
for the largest purse in golf ($2 million). 
This writer is looking forward to the tour- 
nament because he has played the 
course on which it is to be held many 
times: Pinehurst #2 in Pinehurst, North 
Carolina. This stately course is con- 
sidered by pros and course designers 
alike as being among the very best cour- 
ses in the world. 

The truth is that this writer has never 
physically been to North Carolina. All 
those rounds of golf at Pinehurst #2 were 
played on Access Software’s Links, 
using their latest course disk (which just 
happens to be Rnehurst #2). The 
detailed courses, rendered in full VGA 
graphics by the Links design team, are 
easily the best products on the market in 
terms of giving you the feel that you are 
really “there.” COW was impressed 
enough with the results that we gave 
Links our coveted Action Game of the 
Year award in 1991. 

Recently CGW was invited by Access 
Software to observe the creation of an up- 
coming “course disk,” Barton Creek 
Country Club in Austin, Texas. Barton 
Creek has two championship courses. 

The Fazio Course (designed by 
renowned course designer Tom Fazio) is 
the site of the Senior PGA Liberty Mutual 
Legends of Golf Tournament. Beautiful, 
but treacherous, it will make a great 
Links course. Also at Barton Creek is the 
Ben Crenshaw course, designed by Ben 
Circle Reader Service #45 » 
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Behind the Screens 


Crenshaw and Bill Coore. Access 
Software is going to digitize both cour- 
ses. The Fazio course wiil be released as 
a regular course available through their 
normal distribution. The Crenshaw 
course will likely be a bonus course of- 
fered at a low price to Links owners who 
send in their warranty cards. 

The Crenshaw course reflects Ben 
Crenshaw’s philosophy that a golf course 
should stress strategy. The fairways are 
wide and the greens are big. That is not 
to say that the course is easy. To score 
well on the Crenshaw course, you must 
plan each shot well. A mediocre to 
average drive on some holes may leave 
you in the fairway, but 100 yards further 
from the pin than a strategically ex- 
ecuted drive. Unlike the Fazio Course, 
there are many ways to approach each 
hole. This is the style of golf preferred by 
European pros. 

The Fazio course, on the other hand, fol- 
lows a different philosophy. Some call It 
the “fly it in” style. Fairways are nar- 
rower. Hazards force players to hit ac- 
curate drives. Greens are well guarded, 
often requiring the player to “fly” the ball 
into the green rather than running shots 
up onto the green (see the photo of the 
16th green for a perfect example). 

There are four basic inputs the Links 
team uses to design each course: 
topographical maps, aerial photographs 
of each hole, videotape of each hole shot 
from the player’s perspective, and still 
photos of a wide variety of objects and 
shapes on the course. These various sour- 
ces of information are used by the team 
to design each course on their 
proprietary Course Architect software. 

The Course Architect includes a CAD- 
style program used to create the grid 
and place objects. This program allows 
them to Input the rough topographical 
data to get their starting grid, modify the 
grid based on the various photographic 
records, and position all manner of ob- 
jects around the course. The Course Ar- 
chitect includes a bit-map editor with 
which trees, buildings, and other objects 
can be created and sized. As of this writ- 
ing, there is a chance that Access may 
make available a commercial version of 
the course editor. We hope they decide 
to do so. If you’d like to see a Links 
course editor, we suggest you write them 
a letter. 

The design of a Links course can be 
summarized in four steps. 

Step 1: Information from the 
topographical maps is input into the 
Course Architect. This creates a “rough 



John Bewan videotaping the first fairway. 
The clubhouse is in the background. 



Working on a Dorado Beach hole with the 
Course Architect. 



Zeke gets a low-angle shot of the green. Topo 
maps, video and stills will be used to get the 
slopes right. 


edit” course. (Unfortunately, topographi- 
cal maps of golf courses vary in their 
availability and detail). Each “grid” point 
on the computer map is assigned an 
elevation. 

Step 2 : A helicopter flies the length of 
the course and an aerial survey of each 
hole is created. The aerials are used to 
document an accurate tof>-down view. 
(Actually, they fly somewhat to the side 
of the hole so as to get some sense of 
height from the terrain.) The team tries 
to arrange the aerial work in the late after- 
noon so as to have shadows (which give 
additional topographical information). At 
the computer, they view the photos and 
modify the grid to fit the aerials. Shapes 
of greens, bunkers and tee boxes are all 
conformed to the aerials. Such things as 
the exact course of cart paths and loca- 
tions of structures are confirmed. 

Step 3: They videotape the entire 
course from ground level. They use the 
tape (still frames) to view every angle 
and slope on the course (perspective 
views), then modify the grid accordingly. 
On-course objects are more accurately 
positioned, based on information in the 
video. The team uses an S-VHS system, 
which allows them to view crisp, clear 
still frames for course editing purposes. 

Step 4: Still photos of the course are 
taken. Typically, Access will take some 
600 still shots for each course. The still 
photos concentrate on objects (trees, on- 
course items such as ball washers, build- 
ings on the course or in the panorama, 
etc.). Every type of tree encountered on 
the course is digitized. (Often, several ex- 
amples of the same tree type are 
digitized, giving the team a selection to 
choose from when placing individual 
trees on the course.) The Course Ar- 
chitect allows the team to size the trees 
and, in turn, accomplishes two purposes: 
providing a sense of depth or (depending 
upon location of the tree in question) al- 
lowing one digitized tree to be perceived 
by the player as different (i.e. non-identi- 
cal) trees. 

The background panoramas are 
created from a series of cells which “sur- 
round” the database. Depending on your 
location on the course and the direction 
you are facing, the program calls up the 
appropriate cells that form the backdrop 
of the view. Barton Creek will contain a 
number of luxury homes on the hillsides 
beyond the course boundaries. These 
homes will be digitized, set into the back- 
ground cells and scaled. The closer you 
are to an object in the background cell, 
the larger that object will appear. 
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Behind the Screens 



There are currently five courses avail- 
able for play with Links: Torrey Pines 
(which comes with the program); 
Pinehurst, Bay Hill, Firestone, and Bounti- 
ful. With the exception of Bountiful, each 
of these courses has been the site of a 
major tournament. One thing the Access 
folks look for in their course selection is 
variety. There is a wide range of golf ar- 
chitecture in the five current courses. 

This quest for variety will continue with fu- 
ture disks. 

The two most requested courses from 
Links customers are Augusta National 
and Pebble Beach. To date, no one has 
obtained the rights to do Augusta in a 
computer golf game. Accolade did Augus- 
ta for their Mean 18 game but got in 
some hot water over it. As a matter of 
clarification, it should be noted that due 
to the detailed nature of Links disks, the 
design team must actually go to the 
course and do their detailed photog- 
raphy. This, of course, involves working 
closely with course management. Access 
is attempting to gain permission from 
both Augusta and Pebble Beach to do a 


The author hits out of a fairway trap. 

course disk, but management at the two 
courses has not yet responded positively. 

Upcoming courses that have agreed to 
become part of the Links course disk 
library are Dorado Beach, FL; Mauna 
Kea, HI; and Harbor Town, SC (Hilton 
Head). Access Software is in various 
stages of discussion with some half 
dozen other courses as well. 

Zeke McCabe (there is a name straight 
out of a Zane Gray novel) and John Ber- 
van are the two principal men respon- 


sible for the course disks. Zeke is a 
professional photographer and a pas- 
sionate fan of golf. Not only does he 
shoot the stills and the aerials for the 
course disks, he is responsible for course 
acquisition and plays the heck out of 
each course disk to make sure it plays 
like the real course. In that capacity he 
goes to dozens of exclusive country 
clubs, where he enjoys the hospitality of 
the club and numerous rounds of golf, at 
no cost to himself. (It’s a dirty job, but 
someone has to do it.) John shoots the 
video, plays the courses with Zeke (just 
so Zeke doesn’t think he is the only one 
making a sacrifice for the company), and 
works intensely with the Course Architect 
software, along with Mark MacArthur, 
Mark Carver, Chris Carver, Jim Slade, 
and Bruce Carver. Typically, Zeke and 
John will spend up to a week at the 
course gathering the photographs and 
playing the course. It takes about three 
months for the Links team to produce a 
course disk. 

Well, it’s time to get back out on the 
course.... [Sound of swing] Whack!... 
Thunk!... “It looks like I hit a tree, Jim." 

caw 
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Level srk scuba dive through hell. Youf need 
all your fighting skills to ward off the denizens of ^ 
the deep, and a sharp mind to search out hidden keys 
required to open doors to passages leading to thg^ 


256 COLORS ■ FAST ACTION 
12 PLAY FIELDS 
3 VIEW MODES 
PUZZLE STRATEGY! 


Level 1 : Pilot your hovercraft in 3-D view over thea 
moon’s surface. Search for the entrance to « 
level two while avoiding the moist SPLAT! of 

g iant bugs against your windshield. Splattered 
ug juices can block your view and cause you to 
crash into the moon mountains. 


Level 2: Wear a jet-pack to fight and finesse 


your way through a subterranean cavern in profile 
view. An endless array of creatures and features 
awaits you. Use a variety of weapons and shields 
to find the five bombs you need to destroy the moon. 


level below. Find the keys and get ready for the 
hard part - finding your way through the correcrdooiS^ 


Vicious Xenontorphs occupy the three moons 
orbiting your home pianet. Your mission; 
destroy the moons and everything on them! 

Super-fast action awaits you on three very 
different moons, each with four nasty levels. 
But quick reflexes alone won’t save you - 
each level is a tricky puzzle where strategy 
and tactics will win the day. 

Three different modes of play view (3-D, 
Profile and Overhead), high-res graphics and 
superb sound make this game a winner. So 
lock and load, it’s time to commit Xenocide! 

IBM PC, XT, AT, 386, Tandy 1000 Series and 100% 
Compatible clones (Suggested Retail $44.95) 

• 256 color VGA support 

• Original music scores for AdLib, Sound Blaster, 
Tandy, Roland, CMS and Covox sound boards. 

Apple lIGS with 51 2K RAM (Suggested Retail $49.95) 


See your computer 
software retailer or 
distributor or contact: 




Level 4; The labyrinth bio-lab. Blast your way ^ i 
through hordes of xenomorphs in overhead view/ 
Figure out the path to the central core, plant your 
bombs and then fight your way to the teleporter before' 
the moon and it’s morphs are blown to space dust in a 
flash of sound and fury on your screen! 
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Microprose* s Gunship 2000 


by Bryan A. Walker 




HMVtiu>«iqhti45«r 

U5e c4«iMt 
oil ormoro^ttrooti 
ftonqo: $ km. 


HYDRft70M2V 
HYDRA 70H255 
HYDRA 70 Mhl 
STINOER 
70W-2 
HOinM 
SIDEUiHDER 
SIDEARM 


REMOVE UEARONS 

AMMONinOH 

FLICI 

CHAFFiTLARES 
CHANGE HCLKORTER 


CONTINUE 


The author has been an avid computer 
gamer since the introduction of the TRS- 
80. He is currently stationed in Germany 
as an AH-64 Apache pilot for the CI.S. 

Army and saw action in Operation Des- 
ert Storm. Views expressed in this article 
are those of the author and do not reflect 
official policy or position of the Department of the Army, 
Department of Defense or the United States government. 


H ot on the heels of the stunning success America’s attack 
helicopters enjoyed in Desert Storm, Microprose has 
released Gunship 2000, touting it as the most realistic 
helicopter simulator game ever. Improving on the original Gun- 


If Pigs Could Fly (Critical 
Remarks) 


Mow, the truth is that an AH-64 can perform hair-raising 
maneuvers in reality, but flies like an overloaded Huey in Gun- 
ship 2000. In this game, helicopters fly like pigs— plain and 
simple. The player will be lucky to coax a 60-degree bank from 
the game’s helicopters without crashing. When nosed over into a 
dive, the choppers accelerate much faster than they should, but 
if a computer pilot should attempt a “cyclic climb,” the 
airspeed bleeds off so fast this reviewer expected to hear 
screeching rubber. This inaccuracy is aggravated by the 
game’s control system. The tail rotor pedals have been incor- 
porated into the Joystick, which helps. Unfortunately, the “+” 
and keys control the collective. Players may find this arran- 
gement difficult. With the frequent requirement for rapid col- 
lective applications, it is unfortunate that the designers did 
not incorporate a mouse or second Joystick option into the 
controls. The adjustable Auto Pilot and Auto Hover features, 
while not perfect, will be lifesavers to beginning players. 


In addition, the graphics are good, but don’t challenge 
today’s “state of the art.” Still, terrain features are realistic 
and very functional, such that hugging the ground and weav- 
ing through valleys pays off with visual enjoyment and air- 
craft survivability. Unfortunately, the terrain models of the two 
different regions are distinguishable only by brown ground 
and palm trees, with the billowing dust clouds helicopters 
faced in the Gulf conspicuously absent. Also, while oc- 
casional ship-borne missions may provide an interesting 
change of pace, seasoned players may find the aircraft 
models to be chunky and uninspired. This reviewer also felt 
that marauding Mi-24s resembled flying piggy banks. 


While there is plenty of chrome with the ten optional 
“camera" views of the action (available during missions), the 
lack of visible ground texture is a significant hindrance in 
Judging altitude without using the HUD. The ground looks the 
same at 50 feet or 250 feet. This discrepancy, combined with 
the collective control arrangement mentioned earlier, can 
make fighting at very low altitudes tough. The least realistic 
effect involves the “night mission” graphics, which are simply 
subdued renditions of the daytime versions. This is a far cry 
from the infra-red and image-intensified environment that is 
to be found in actual night helicopter operations. 


ship, Gunship 2000 adds VGA 
graphics with Ad-Lib and Roland 
sound support. The player can fly AH- 
6G, OH-58D, AH-IW, UH-60, AH-64, 
AH-66, and Longbow Apache helicop- 
ters. Taking realism a step further, the 
player can command a flight of up to 
five helicopters of three different types 
simultaneously, each equipped with 
the latest weapons. Single-ship, multi- 
ship, and campaign missions are now 
available, whether over Europe or the 
Persian Gulf. 


nWI-lMflK[lLriR£ 


TITLE: 

Gunship 2000 

SYSTEM: 

PC (80286 10 MHz or higher recommended) 
VGA, Ad-Lib, Roland cards supported 

640k required 

COPY PROTECTION;DocLimenl Look-Up 

PRICE: 

$69.95 

DESIGNERS: 

James M. Day, 

Darrell Dennies, and 

Detmar Peterke 

PUBLISHER: 

Microprose Software 

Hunt Valley, Maryland 


Page 34 


Computer Gaming World 









Review 


This reviewer found himself annoyed by the lack of individuality 
which the game’s helicopters suffer. Gunship 2000 gives the 
player the capabilities of “showroom” models that aren’t really in 
service. For instance, the AH-IW lacks a FLIR targeting system 
and night-attack capability; production Apaches can’t fire TOW 
missiles and Army Blackhawks would require extensive modifica- 
tions in order to fire Hellfire missiles autonomously. Note that 
aerodynamic performance between the different helicopters is in- 
distinguishable, since the only differences between helicopters in 
the game are a few different usable weapons and ordnance 
loads. Hence, much of the diversity of helicopter warfare is lost. 

The avionics packages presented in the game are also too 
generic. Moving-map displays, while present in no real produc- 
tion bird, do make game play much easier, in reality, the APR-39 
is simply a radar-warning receiver. The game’s APR-39 acts more 
like a 360-degree scanner, showing all sorts of targets. This isn’t 
realistic, but does improve situational awareness. The unique 
Mast Mounted Sight of the OH-58D is the only aircraft-unique fea- 
ture reproduced in the game. 

Further, while airstrikes and fire support are advertised, this 
reviewer never encountered them, even after completing over 
100 missions. Microprose representatives stated that these fea- 
tures are present, but random. While en- 
counters with enemy helicopters aren’t 
uncommon, combat against jets is realis- 
tically rare. 

The campaign game allows the player 
to lead four other pilots in a multi-mis- 
sion foray in either Europe or the Per- 
sian Gulf. This feature could have been 
a strong point, but the mission sequence 
lacks any true continuity. A successful 
mission pushes the red on the briefing 
map back. A failed mission results in 
the red creeping forward. The bad guys 
are anonymous, and the “big picture” is 
never fully painted. The camaraderie of 
men at war is barely addressed. 

A final quibble can be made with the 
soundtrack. While the major sound cards are supported, the ef- 
fects presented are sub-standard. The throaty stutter of the 
Apache’s 30mm cannon and supersonic tear of a rocket salvo 
are sorely missed. The insipid “thip-thip-thip” used to simulate 
the main rotors hardly does justice to the visceral din that a 
3000-r horsepower helicopter actually produces. Fortunately, how- 
ever, except for the horrid opening score, the musical fanfares 
are well-rendered. 

Passing Inspection (Positive Strokes) 

The wide selection of weapons is a strong point. While the flight 
times and trajectories of the missiles are generic, their ranges 
and effects are consistent with unclassified data. Fire-and-forget 
weapons such as the MMW Hellfire and Maverick are simulated 
well. Unfortunately, the single-minded targeting system used in 
the game prevents the laser-guided weapons from being used to 
best effect. 

Perhaps the most interesting portion of the game concerns 
multi-ship missions where different helicopters can be employed 
in meeting the requirements of various situations. For example, a 
Search-and-Rescue mission requires a Blackhawk, where an all- 
out attack might call for Apaches. In addition, it is possible to 
divide one’s five birds into a “heavy” team and “light” team. Per- 
haps the player could choose to fly a Longbow Apache escorting 


Blackhawks on a troop extraction mission, while two Comanches 
simultaneously destroy a mobile Scud site. The latter presents 
the player an especially vivid perception of what it means to 
send men off to possible death as the computer provides a 
cinematic sequence where the player watches the “other” team 
fly off into the horizon on a mission. The only disappointment 
here is that a mission editor is not included with the game, an un- 
fortunate omission. 

It seems almost redundant to compliment a Microprose simula- 
tion on the manual, but the documentation to Gunship 2000 is 
no exception to the fine tradition. Novice players, in particular, 
will appreciate the well-illustrated manual with its helpful explana- 
tions of rotary-wing aerodynamics and tactics, as well as its infor- 
mative historical section. 

Fire and Forget (Gameplay) 

The pre-flight option screens are colorful and present an impres- 
sive number of options. Players not only opt for single ship or 
multi-ship missions, but they get a chance to configure the 
helicopter’s weapons and fuel status for maximum effectiveness, 
as well. They can also adjust the difficulty setting of features in- 
cluding Flight Realism, Visibility, Terrain Avoidance, Enemy 
Troop Quality and CP/G (Copilot/Gunner) responsibilities. 

One of the most interesting player-ad- 
justable features, the CP/G can be in- 
structed to independently employ the 
weapons and countermeasures (the 
most realistic option), just the counter- 
measures, or simply call out targets. 

The easiest possible settings are recom- 
mended for the first several missions. 

Realistic tactics, relying on hovering 
fire from behind terrain masking, are 
very effective, but very difficult to 
employ in this game. If the player can’t 
precisely hover while allowing the CPG 
to fire the weapons, the enemy air 
defense will settle the argument. The re- 
quirement for precision is frustrated by 
the constant and unrealistic toggling of the radar and IR jammers 
the player must perform. The Longbow Apache, with the ability 
to carry 16 “fire-and-forget” MMW Hellfire missiles, is the game’s 
best choice for these tactics. 

Finally, at the end of a mission, the Replay Screen appears. 

This “VCR” function allows the player to view previous missions 
from any of the helicopter’s vantage point. The views are limited 
to the player’s own cockpit, or a 360-degree exterior view of a 
selected helicopter. Some viewpoint manipulation can produce 
very dramatic scenes. The mission can be entered at any point 
in the tape, but the altered tape can’t be saved. While functional, 
the Replay is not nearly as polished as those of Red Baron or 
Chuck Yeager’s Air Combat. 

Performance Evaluation 

Gunship 2000 has some thorns. Each strength is counter- 
balanced by a weakness and the steep learning curve will 
frustrate those spoiled by the commonplace “boot and shoot” 
simulator games. Players who will enjoy this game most are the 
ones with patience, sure hands, and a true passion for destruc- 
tion. While the exhilaration of tree-skimming helicopter combat 
can’t be reproduced on any PC, the designers have succeeded in 
creating the best helicopter simulator game currently available, 
thorns included, ccw 
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At the Trading Deadline 

Franchise Football League: Fantasy Football 

by Wyatt Lee and J.D. Lambright 


F or all the disgruntled fans who have ever 
heard the news of a trade and exclaimed, 

“An imbecile could be a better general 
manager than that moron!” and every fan who 
has wanted an excuse to pore over those Monday 
morning box scores with the dedication of a foren- 
sic accountant, there is a new software program 
designed especially for them. For everyone who 
has tried to be commissioner for a fantasy league, but got 
bogged down with all that record-keeping. Franchise Football 
League: Fantasy Football {FFL) is a program that has arrived 
at the right time. FFL is a database for setting up, managing and 
running one’s own fantasy football league. 

Opening Kickoff 

To start, one must decide how many teams (from one to six- 
teen) will be in the league. If there are more potential owners 
than this, it may be necessary to have some of the teams co- 
owned or to set up more than one league (in different directories, 
of course). Since “fantasy" teams are usually an amalgam of the 
best players from numerous teams and not equivalent to actual 
NFL teams, most fantasy league owners select customized 
names for their teams. 

Then, prior to starting the draft, the team owners must make 
some important decisions about the league structure. The league 
can be set to the default parameters for scoring or one can input 
a customized scoring system. The default is well-structured and 
easily understandable, so those who are running a league for the 
first time will probably want to stick with it. Next, one must 
decide on how many players to draft. Each team will need four 
quarterbacks, six running backs, six wide receivers, two tight 
ends, two kickers, two special teams players, two linebackers 
and two defensive backs. 

If, however, the team owners are made up of more casual fans, 
the process may be simplified (and the draft made more effi- 
cient) by allowing owners to substitute the whole defense from 
one NFL team rather than taking the time to draft individual 
defensive players. The default is for 28 players, but leagues who 
opt to draft the whole defense of one team can streamline this to 
22 players on each roster. One must be careful if the league opts 
for the latter option, however. This will mean that the scoring for 
one’s special teams, as well as the scoring by the defense, is in- 
cluded in the choice of the defensive team. 

Further, as in any other kind of fantasy, boardgame or com- 
puter game sports league, league rules for draft deadlines, trad- 
ing, waivers and roster deadlines should all be adopted before 
the draft. This will avoid much frustration if the league is not only 
to survive its first season, but continue for several seasons of 
NFL action. 

First and Ten 

After setting the date for the draft, deciding on the league scor- 
ing system and all the other required decisions, the league is 
ready to commence. If the owners can meet where the commis- 
sioner has access to a computer during the course of the draft, 
the program will greatly facilitate the administration of the draft. 

It can be set to administer straight drafts, alternating drafts or 
reverse number drafts. If the draft should need to be held at a 
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central location where there is no computer, it can 
still be accomplished without a computer and the 
results entered at a later time. 

Drafting is very simple. All players available 
during the 1990 season are on the data disk. 

These may be printed out so that all owners have 
a reference copy for cross-checking. If a desired 
player did not play during the 1990 season, there is an option for 
adding players. 

After the draft, the hard part is inputting the data for the scor- 
ing system each week. Never fear, there are four options for ac- 
quiring data, each with its corresponding price. One may receive 
the necessary statistics by fax. Federal Express, modem or the 
local sports page. The fax runs $6.95/week for the 17 weeks of 
the season. Federal Express is $ 13.95/week but comes on disk 
and can be transferred directly into the stat files. Modem access 
is $3.95/week and also can be transferred directly into the stat 
files. Purchasing the local or national sports paper varies depend- 
ing on one’s choice. 

Scoring is based, of course, on the performances of one’s start- 
ing roster players for that week. A run of 0-9 yards nets 6 points, 
while a run of 40+ yards gains 12 points (using the default 
parameters). All players who score and were started receive 
points. These points are added with other player points to deter- 
mine which fantasy franchise won for that week. Naturally, points 
are cumulative over the course of the season. 

Weekly reports, which can be generated as hard copy or simply 
viewed on-screen, include weekly standings, starting player 
roster, non-starter roster, players on the injured reserve/waiver 
list, starting team worksheets, franchise rosters, available players 
remaining in the pool, graphs of weekly standings and graphs of 
season standing. 

Personal Fouls 

The primary drawback to the program is that it tends to put 
overweighted emphasis on the quarterbacks and the kickers. 
Quarterbacks score twelve points for a one-yard run, while a run- 
ning back must run 40+ yards to score the same number of 
points. There are no negative points. If a quarterback is sacked 
in the endzone, the defensive team is awarded 12 points. The 
quarterback is not penalized! In addition, the quarterback 
receives points for almost all scoring plays in which he is in- 
volved. 

Kickers receive points for PATs and field goals. For a 40- to 49- 
yard field goal, the kicker receives five points. For a 50+ yard 
field goal he receives ten points. With the expertise of kickers 
nowadays, a 40+ yard field goal is commonplace and 50+ yar- 
ders happen almost weekly. 

Touchdown 

In spite of the weight given to quarterbacks and kickers. 
Franchise Football League: Fantasy Football has just about 
everything one could want in a fantasy football league program. 

It facilitates the massive amount of bookkeeping required to 
keep a league going and will allow many more football fans to 
enjoy the weekly performances of their favorite players, even if 
their favorite team goes down in defeat, caw 
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TITLE: 

Franchise Football League: 


Fantasy Football 

SYSTEM: 

IBM 

PRICE: 

$34.95 

DESIGNERS: 

Space Tech Enterprises 

PUBLISHER: 

Space Tech Enterprises 


P.O. Box 9805 


McLean, VA 
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SUPER CHALLENBINB 
SUPER ABDICTIVL 
SUPER THRIS. 

Its here. The super sequel to best-selling Tetris, 
the most addictive computer game ever devised. 
Super Tetris™ is even more challenging because 
it comes with a blockbusting twist — bomb pieces 
that help you blast your way down to the bottom 
of the pit and discover treasures. Super Tetris. 
Just when you thought you’d broken the habit. 

Spectrum HdoB^e^ 

THE TETRIS* PEOPLE 

A Division of Sphere, Inc. 2061 Challenger Drive, Alameda, CA 94501 

I Available for IBM and Mac/Macll. For Visa/MasterCard orders call 

ft 24 hours a day, 7 days a week: 1-800-695-GAME (Orders Only) 

A For technical questions call: 1-510-522-1164 (M-F: 9am-5pm PST) 


Super Tetris is a trademark and Tetris is aT 
registered trademark of V/0 Electronorgtechnica. 


Survey 


From ABCs and 123s to Global 
Ecology and Microchips 

A Survey of Educational Software 

by Caitlin Ackelson 


T here is a virtual world of learning 
tools available to students with ac- 
cess to a personal computer. In this 
way, the children of CGW readers are ex- 
tremely fortunate to have such great 
potential resources within their reach. As 
a part of our continuing coverage of 
educational software packages, the follow- 
ing is a survey of educational games 
received in the last few months. 

These products are listed in subject 
group order by the game’s title, manufac- 
turer, machines on which it can be 
played, recommended age range, sug- 
gested retail price and a brief description. 
Evaluations are based on educational 
value, entertainment value, ease of play 
(which includes set-up time and learning 
curve), imaginative scope and this 
reviewer’s unabashed personal bias. 

Letters, Reading, Language 

Reader Rabbit 2 

The Learning Company 

DOS 

ages 5-8 

$59.95 

This Is an entertaining language game 
with sophisticated, attractive graphics 
and a keyboard interface that allows 
players to practice such concepts as 
vowel sounds, rhyming, compound 
words and alphabetical order. There are 
lots of cute, fluff-tailed animals accom- 
panying the player and dancing happily 
to the peppy, computerized soundtrack. 
Adult help may be needed at first to help 
read the on-screen instructions. 

Grammar Examiner 

Britannica Software 

DOS, Apple II, Commodore 64 

ages 11-14 

$29.95 

In what could be called “SimCopy- 
Editor," players practice grammar, 
proofreading, punctuation and capitaliza- 
tion skills as reporters for the Grammar 
Examiner newspaper. A storyline about 
the player’s progressing career (from 
novice reporter to editor-in-chief) accom- 
panies an excellent exercise in English 
grammar and composition. A must for 
young, aspiring journalists everywhere. 
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The Mllllken StoryTeller 

Milliken 
DOS, Apple II 
ages 3-8 
$49.95 

In a program designed to help develop 
reading comprehension skills, a digitized 
human voice (which supports all major 
sound cards plus the internal speaker) 
tells such stories as Little Red Riding 
Hood, The Ugly Duckling and Henny 
Penny, with the option of having each 
word underlined as it is spoken, to help 
players read along. Selected screens can 
also be printed, with a package of four 
crayons (red, yellow, blue and green) in- 
cluded in the box for players’ coloring 
pleasure. 

Marvin the Moose 

Milliken 
DOS 
ages 3-8 
$49.95 

This package does The Milliken Story- 
Teller one better by including not only 
stories read aloud to assist with reading 
comprehension, but also by delving into 
relationships between characters and ap- 
proaching concepts in social skills. 

Players can also write their own stories 
via an icon interface and print out and 
color scenes from the game. Sweet- 
tempered characters and charming 
graphics create the prevalent atmosphere. 

The Berenstaln Bears Learn About 
Letters 

Britannica Software 


DOS 
ages 3-7 
$39.95 

Beautiful graphics punctuate this begin- 
ner-level program that lets kids do Just 
what the title indicates— learn about let- 
ters. The Berenstain Bears skate through 
a lush forest setting and introduce such 
topics as letter identification, upper and 
lower case letters and alphabetical order. 
Known for their humor, the Berenstain 
Bears are an excellent conduit for this 
kind of exercise and make a fine contribu- 
tion to the “A is for apple” tradition. 

Joshua’s Reading Machine 

Compu-Teach 

DOS, Apple II, ligs, Macintosh 

ages 4-6 

$49.95 

Joshua Giraffe guides players through 
selections from children’s literature, such 
as Mother Goose rhymes, songs like 
“The Farmer in the Dell" and Aesop’s 
Fables, as they practice spelling and 
beginner-level reading. Easy to learn, the 
program consists of nine different games. 
Exercises like Picture Dictionary help 
players learn to associate an on-screen 
picture with its corresponding word. 

Joshua’s Tinker Tales 

Compu-Teach 

DOS, Apple II, lIgs, Macintosh 

ages 5-7 

$49.95 

An interactive program. Tales allows 
players a chance to direct the characters 
in a story, then observe the consequen- 
ces of their decisions. This “What should 
happen next?” feature allows players to 
make predictions about their expected 
outcomes and see the results of their 
choices. Allowing players to choose 
where the stories will go each step of the 
way. It serves as an engrossing and enter- 
taining approach to reading comprehen- 
sion skills. 

Compound Subjects 

Cotton Tales 
Mindplay 

DOS, Apple, Macintosh 

ages 4-8 

$49.99 
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SSQ Mi'mborship/ Order form 


Name, 


To Order 
by Modem: 

(91T)672-2SI0 
|7, Tven, 1 Slop| 

Or Call; 

(915) 691-4084 
(214)492-4698 
1-800-955-9957 Computer. 


Address. 


IMiom* ( ) 

Diskette Size 5 'A or 3 'A 
Band Rate 


Please make $ 1 5.00 check or money order payable to: 
(lexas residents jilease add $ 1 .24 sales tax.) Summit 
(iames Network and mail to: Summit Games 
Network, SCiN Membership/Order lorm Dept., 3130 
Antilley Road, Abilene, lexas 7%06 


Come join the fun and adventure on the 
FIRST GAMES ONLY NETWORK. Whether 
you are a computer games fan, role-playing 
devotee, or war game enthusiast, we have 
what you want! Our goal is to serve the 
game-oriented individual, nothing more, 
and certainly nothing less. Many have 
pledged their support to us and (more 
importantly) to YOU. Demo programs are 
available from some of the biggest names 
in software. Within each manufacturer’s 
area you’ll find: ^ ' 

ANNOUNCEMENTS: > 

where you can get the latest-breakingmews 
on new products, planned events and more! 
COMMENTS TO THE COMPANY: 
where you can send a “Hotline” me^ge 
to the company! 

DATABASE: - ' 

where you can place your own files con- 
cerning the company’s game prodjucts, 
and access the files of others with 
similar interests as well as those files 


provided by the companies themselves! 
MESSAGE BASE: 

where you can participate in Message- 
based Role-Playing GamesAVar Games, 
post your views on games and related 
topics, and enjoy a national perspective on 
your hobby! 

ON-LINE SHOPPING: 

here you’ll find all the products that each 
company offers, complete product descrip- 


conferences with notable game designers, 
artists, and programmers! 

• TOP ALL OF THIS WITH SUCH FEATURES AS: 

• “800” phone-line service nationwide! 

(For lower phone charges) 

• Built in MNP Level 5 Error checking 
(speeds your modem up by as much as 

3 times!) Get the most out of your IBM PC 
or compatible system (Modem must be . 
Hayes compatible). 

• True Full-Ouplex 

MULTI-TASKING: 

Our network allows you to UP-LOAD AND 
DOWN-LOAD files SIMULTANEOUSLY, while 
still operating up to FOUR LIVE WINDOWS 
f : plus global functions. 

On-line charges are automatically billed to 
II MasterCard or Visa when membership is 
11' activated. Lifetime membership fee $15 
Ip (fill out and send form below). 


tions, and mail-order capability! 


CONFERENCE: 

whereybu can playlh (of run) R6lb-f l^hg 
Game events, join in national seminars and 


FEATURpG: TSR, In*?^West End Games, Chaosium, Flying Buffalo, 

Inc., El)&ian Field Pfcw^, White Wolf, FucasFilm'“ Games, Electronic 
Zoo, ^^ySoft, Inc., and ihuch, much more... 

THE SUMMIT GAMES NETWORK IS BROUGHT TO YOU BY SUMMIT, COMNET, INC 
ARTWORK BY URRY ELMORE 
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It’s never too soon to learn word 
processing and this program proves it. 

By allowing very young piayers to use 
the interactive picture menus, it simplifies 
creative writing and beginning desktop 
publishing concepts. For players who are 
just learning to read and write, this pro- 
gram provides an opportunity to express 
themselves with both words and pictures 
on a computer. 

Easy Street 

Mindplay 
DOS, Apple ligs 
ages 4-8 
$49.99 

Players take a shopping trip down Easy 
Street whiie learning and practicing 
counting, mnemonic and problem-soiving 
skills. While following a shopping list and 
staying within an allotted budget, players 
use classification, iabeling and matching 
skills to shop and purchase. This award- 
winning program has been recently up- 
dated with MCGA/VGA graphics, new 
characters and colorful backgrounds to 
make for an even more entertaining 
game. 

My First Computer Book 

Workman Publishing 
DOS, Apple II 
ages 4-7 
$17.95 

Bialosky Bear leads kids through bits, 
bytes and all the basics in this charming 
introduction to computer literacy, which 
also includes a floppy disk called My 
First Software. Practical and easy to use, 
this software package and accompany- 
ing text provide an engrossing, point-and- 
click journey through the world of com- 
puters. Adults be warned: there’s a lot to 
learn here for computer novices of any 
age. 

Eco-Saurus 
First Byte 
DOS 
ages 4-9 
$39.95 

This interactive game fills basic reading 
lessons with adventure, dinosaurs and in- 
formation about the Earth’s ecology. The 
player leads Zug the Megasaurus on a 
mission to clean up the environment by 
gathering garbage, conserving resources 
and recycling. With its point-and-click ex- 
ploration interface, the game is simple to 
play and informative in addition to being 
noble in its purpose. 

Stepping Stones 

Compu-Teach 

DOS, Apple II, Macintosh 

ages 2-7 

$49.95 

A true plethora of material is included 
in these reading, math and language exer- 
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cises. Two completely distinct skill levels 
are available in each subject for a broad 
range of coverage. Each concept is ap- 
proached from many different angles. 

For example, one exercise has the player 
first select a letter and see a correspond- 
ing animation; then the player views a 
graphic and must type in the first letter 
of the picture viewed; finally, an on- 
screen image appears and hangman- 
style blanks can be typed in to spell out 
the word in question. Graphics and 
sound are somewhat limited, but con- 
cepts are addressed very thoroughly and 
thoughtfully. 

Headline Harry and the Great Paper 
Race 

Davidson 
DOS 
ages lO-i- 
$59.95 

The player starts out as a cub reporter 
for the (J.S. Daily Star and works his or 
her way up to star reporter by doing re- 



search, conducting interviews and filing 
news stories from a variety of locales 
throughout the United States. News is 
based on Cl.S. political and cultural his- 
tory circa 1950 to 1990. Players utilize 
fact-finding and resource-gathering skiils 
while being exposed to a broad spectrum 
of facts from U.S. history. Funny, im- 
aginative and extremely engaging, this 
program is a newsworthy “scoop” in 
educational software. 

Easy as 1 2 3 

The Berenstaln Bears Learn About 
Counting 

Britannica Software 
DOS 
ages 4-7 
$24.95 

The cuddly Berenstain Bears make 
another appearance to help players prac- 
tice counting, number comparison, 
simple addition and subtraction as well 
as measuring height and weight. All the 
player needs to know are the numbers 


from one to nine— the program will guide 
him or her along through the rest. Excel- 
lent for very young players, the program 
allows plenty of time to figure things out 
and is very forgiving of incorrect 
answers, with a chirpy little voice ad- 
monishing the player to “Try again!" and 
“Don’t give up!" 

Math Maze 

Britannica Software 

DOS, Apple II, Commodore 64 

ages 6-10 

$29.95 

A colorful maze game exposes players 
to addition, subtraction, multiplication or 
division with graded levels of difficulty. 

For instance, a given game can be 
played with a choice of sums up to 10, 
sums up to 20 or mental math. Then, to 
progress through the maze, the player 
must solve the math problems as he or 
she encounters them. With a variety of 
mazes and skill levels, arcade-style action 
may actually fool kids into thinking 
they’re not learning math. 

What’s My Angle; Geometry 

Davidson 
DOS 
ages 14+ 

$49.95 

Here is the program that answers the 
question that goes through the mind of 
every high school geometry student at 
one time or another: “Will I ever use this 
stuff in real life?” Five different activities 
address basic concepts and— yes— real- 
world applications of geometry. It even in- 
cludes GeoGolf, a miniature golf game 
that emphasizes the importance of 
angles. This software could be of tremen- 
dous value as a supplement for a student 
currently studying geometry in school. 

The Math Zone 

Milliken 

DOS 

ages 4-10 
$49.95 

This basic introduction to counting, addi- 
tion and subtraction is made more ap- 
pealing by its cast of colorful characters 
and various game themes such as car- 
toon, space, transportation and adven- 
ture. Worksheets with increasing skill 
level math problems can be generated 
both on-screen and through print outs. 
Scores can be charted to monitor a 
player’s progress over time. The package 
comes with a handy heip manual for addi- 
tion and subtraction problems. 

New Math Blaster Plus 

Davidson 
DOS, Macintosh 
ages 6-12 

$49.95 (DOS), $59.95 (Macintosh) 

This package features four different 
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"MIND-BOGGLING AHENTION TO DETAIL- 
LOOKS LIKE THE IDEAL TRAINING GROUND FOR 
ALL BUDDING ASTRONAUTS" 

BASED ON TESTING AND DOCUMENTATION FROM NASA 


FEATURING: 

BREATHTAKING 3D PANORAMAS OF THE ORBITER AND 
ITS ENVIRONMENT FROM ANY ANGLE, AT ANYTIME 

NUMEROUS TRAINING, SCIENTIFIC AND "STAR WARS 
(SOI) MISSIONS 

MULTIPLE HELP LEVELS FROM "NOVICE" TO "VETERAN 

VARIOUS LAUNCH AND LANDING SITES 

ROLLING DEMO OF FEATURES AND VIEWS 

FOLD-OUT SHUTTLE FLIGHT DECK POSTER 

" This program is clearly the most powerful and complex flight 
simulator ever designed." GAME PLAYER'S 

"An obvious winner!" COMPUTER EDGE 


L ift off. Now, soaring above the earth at 17,000 
MPH, 280 nautical miles above the earth, 
SHUTTLE enables yau to fly numerous 
missions in the Space Shuttle Orbiter- 
classified "Star Wars" (SOI) assignments. ^ 

Based on officiol government documents, SHUTTLE' 
is the most accurate and comprehensive simulation^ 
of NASA's Space Shuttle ever produced for ony home 
computer. 

With the aid of Mission Control, you will master such 
challenges as deploying ond repairing satellites, 
launching spy satellites, maneuvering your craft 
through zero gravity, attaining the correct re-entry 
traiectory and pulling off complicoted landings. 


DlVClOriD BY 


GAMES 

©1991 Virgin Games, Inc. All rights reserved. ©1991 Vektor Grafix, Ltd. All rights reserved. Virgin is n registered trademark of Virgin Enterprises, Ltd. 
For pricing ond orders, please call 800-VRG-IN07. Visa, Mastercard, American Express, and checks accepted. 
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games that help the player learn and 
practice addition, subtraction, multiplica- 
tion, division, fractions, decimals and per- 
cents. As Blasternaut (with his littie robot 
pal. Spot), the player is challenged in 
each game by math problems from a 
choice of six different skill levels. Arcade- 
style fun, the game also touts a pro-en- 
vironment twist: Blasternaut loves to 
recycle space trash. 

GeoGames 

Swamp Gas 

Inline Design 
Macintosh 
ages 6+ 

$49.95 

The GFO-driving title character of this 
game navigates its flying saucer over the 
United States and in doing so teaches 
the player lessons in (J.S. geography. 
Major topics covered include states, state 
capitals, major cities and iandmarks. The 
game includes quests to find specific loca- 
tions and multiple choice questions 
about places visited. Humor and “alien” 
arcade action makes the subject matter 
all the more palatable to young tastes. 

GeoPuzzle USA 


PC Globe 
Apple ligs 
ages 8+ 

$39.95 

Can’t find Georgia on a map of the 
{J.S.? Here’s help. This program provides 
for the entertaining learning of (J.S. geog- 
raphy at novice, average and expert skill 
levels. Through maps and text, players 
learn about state location, population, 
state nickname, state trivia, fun facts and 
more. Then, each brightly colored state 
can be separated, mixed up and put 
back in its proper place, puzzle-style. 


GeoQuiz 

PC Globe 
DOS, Apple lIgs 
ages 8+ 

$49.95 

A colorful approach to world geog- 
raphy, this game exposes the player to a 
travelogue of Information about the 
countries visited, including a display of 
each country’s flag, languages spoken 
and national currency. In the “Name it," 
“Recognize it" and “Locate it” games, the 
player is quizzed on and can become 
more familiar with the countries of the 
world. Perhaps the best trivia "on Earth.” 

Crosscountry USA 

Didatech Software 
DOS, Apple II 
ages 9-15 
$49.00 

This award-winning geography simula- 
tion exposes players to map reading and 
basic O.S. geography. As a truck driver 
making deliveries across the country, the 
player covers 180 cities and a wide 
variety of terrain. As when planning any 
long-distance trip, the player must decide 
when to refuel, when to stop for food and 
rest, what is the most efficient route from 





WARGAUES 


STRATEGY 


Conflict: Middle East (SSI) 

39 

Genghis Khan (Koei) 

39 

Western Front (SSI) 

39 

Nobunaga 2 (Koei) 

39 

No Greater Glory (SSI) 

39 

Rom. 3 Kingdoms 2 (Koei) 

42 

Brigade Cmdr. (TTR) (Amiga) 

30 

Bandit Kings/China (Koei) 

39 

Fireteam 2200 (SimSys) 

34 

Castles (Interplay) (T) 

39 

Command HQ (MicPr) (T) 

39 

Scenario Disk (T) 

21 

Harpoon (360) (T) 

39 

Warlords (SSG) 

34 

N. Atlantic Set (T) 

21 

Medieval Lords (SSI) (T) 

39 

Mediterranean Set (T) 

21 

Overlord (Virgin) (T) 

34 

Battleset #4 

23 

Armada 2525 (Interstel) 

34 

Scenario Editor (T) 

28 

Populous (EA) (T) 

34 

Blitzkrieg/Ardennes (Raw) 

39 

Imperium (EA) 

28 

Action Stations (Raw) 

34 

Civilization (MIcPr) (T) 

42 

Perfect General (OOP) 

39 

RR Tycoon (MicPr) (T) 

39 

Lost Admiral (QQP) 

39 

Rules/Engagement (Mind) (T) 

39 

L’Empereur (Koei) 

39 

SimCity (Maxis) 

34 

Third Reich (Avaion Hill) 

24 

Graphics Ancient (T) 

23 

MacArthur's War (SSG) 

32 

Graphics Future (T) 

23 

Carriers at War (SSG) 

34 

Terrain Editor 

15 



SimEarth (Maxis) (T) 

43 


(T) Includes Tandy graphics Hundreds of titles available! 


FREE NEWSLETTER! 

WITH EVERY ORDER 

PLAYERS’ GAME'S VERY OWN “GAMEPLAY" 
REVIEWS, DESCRIPTIONS. SYS REQ’S, STRATEGY TIPS 


ADVEN./ROLE-PLAY 


SIMULATION 


Ultima VI (Origin) (T) 

42 

F15 2 (MicPr) (T) 

36 

Ultima VII (Origin) 

47 

Desert Storm Disk 

21 

Bane/Cosmic Forge (SirTech) 

39 

Gunship 2000 (MicPr) (T) 

44 

Might & Magic 3 (NWorld) (T) 

39 

Knights/Sky (MicPr) (T) 

37 

Savage Frontier (SSI) (T) 

34 

F117A Stealth (MicPr) (T) 

43 

Eye/Beholder (SSI) (T) 

34 

MegaFortress (360) 

39 

Pools of Darkness (SSI) (T) 

39 

Falcon 3.0 (Sp.Holo.) 

45 

Shadow Sorcerer (SSI) (T) 

34 

A10 Tank Killer Enh (Dyna) (T) 

39 

Eye of the Storm (SSI) 

39 

Red Baron (Dyna) (T) 

39 

Uncharted Waters (Koei) 

42 

Wing Commander (Origin) (T) 

43 

Covert Action (MicPr) (T) 

39 

Mission Disks ea. (T) 

21 

TimeOuest (Legend) 

39 

Wing Commander II (Origin) 

47 

Magic Candle 2 (Mind) (T) 

39 

Strike Commander (Origin) 

47 

Elvira (Accolade) (T) 

39 

Seer Weap Luft (Lucas) (T) 

44 

Lord of Rings (Interplay) (T) 

36 

Yeager's Air Combat (EA) (T) 

40 

Two Towers (Interplay) (T) 

39 

SPORTS 


Star Trek (Interplay) (T) 

39 


Megatraveller 2 (Parag) (T) 

39 

Playmaker Football (Broder) 

34 

Twilight 2000 (Parag) 

39 

Weaver Baseball 2 (EA) 

34 

Space Quest IV (Sierra) 

39 

Nick. Unlim. Golf (Acc) (T) 

39 

Police Quest 3 (Sierra) 

39 

Links (Access) 

39 

Vengence/Excalibur (Virgin) (T) 

34 

LaRussa Baseball (SSI) (T) 

34 


Customer Service Second To None! 

SAME DAY SHIPPING 
DEPENDING ON AVAILABILITY. 
CONTINENTAL US ADD 3.50 S & H. 
IOWA RESIDENTS ADD 4 % SALES TAX. 
ALL SALES FINAL. 


HOURS: MONDAY - SATURDAY 10-9, SUNDAY 

1 - 800 - 848-4095 

12 METRIC RD. IOWA CITY IOWA 52240 


12-5 
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From league play, to head to head, 
to historical replays NFL Pro League 
Football features endless strategy, 
3 unrivaled graphics, an abundance of 
statistics, in a game so real, USA TODAY has used- it to 
project the last 4 Super Bowls! 

NFL Pro League Football features: Weather 
conditions, 2 billion play combinations, a league play 
feature that allows a coach not to be present to play, stats 
compiling, and 5 seasons of NFL teams (with player 
names and statistics). And just -look at these print out 
options; Post Game Stats, Play by Play, League Standings, 
Season Stats and League Leaders, to name just a few! 

NFL Pro League Football is available for IBM or 
Compatible Computers with EGA or VGA Graphics. 
Printer is optional. 


New graphics 
featuring NFL Teams 
and official uniforms. 


B MICRO SPORTS 

1 - ( 800 ) -937 7737 

ALL USA ORDERS SHIPPED UPS 2ND DAY AIR. 


All-American College Football has more features that any 
other college football game ever designed. Coach your 
favourite team, over 50 schools represented. Additional 
teams are available on request. See if you can win your 
conference, or, better yet, see if you have what it takes 
to win the National Championship... 

All-American College Football allows for League 
play. Head Up play (Computer or Human), Computer vs 
Computer and True Modem play. 

Head Up play features animated players in their 
college uniforms, home and away jerseys. 

All-American College Football also includes: 
Stats Keeper for maintaining Conference Standings, a 
Record Book, Season Stats, Conference Leaders, National 
Rankings plus much much more! 


All-American College Football is available for 



1 - ( 800 ) -937 7737 


ALL USA ORDERS SHIPPED UPS 2ND DAY AIR. 

IBM Is a trademark of International Business Machines - NFL Pro League Football 
and All-American College Football are trademarks of Micro Sports, Inc. 
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point A to point B, etc. It made this 
reviewer wish she were on Route 66, 
heading for Memphis. 

Paint, Print and Coior 

My Paint 

Saddleback Graphics 
DOS, Apple ligs, Amiga 
ages 3-9 
$49.95 

This program features 28 drawings for 
kids to color in a choice of 12 bright 
colors, using a mouse or keyboard. With 
varied brush sizes or a "paint fill” icon, 
pictures of animals, space aliens, 
dinosaurs and more can be colored on- 
screen. Each picture also has its own 
digitized sound effect. Drawings can be 
saved and printed. Two add-on disks are 
also now available, one featuring the al- 
phabet and the other teaching phonics. 

The Jetsons G The Fllntstones Print 
Kit 

Gremlins 2 Print Kit 
Beetlqfulce Print Kit 

Hi Tech Expressions 
DOS, Apple, Commodore 64 
ages 7+ 

$14.95 each 



Players can create and print their own 
posters, banners, invitations, greeting 
cards and personalized stationery as well 
as masks and puppets with this simple, 
easy-to-use print kit. With a choice of 
typeface, type size, borders and graphics, 
players may get their first taste of 
desktop publishing with some of their 
favorite cartoon and movie characters. 
Think of these as “Saturday Morning 
Print Shop" software packages. 

The Berenstaln Bears Fun with 
Colors 


Britannica Software 
DOS 

ages 3-10 
$39.95 

Players can choose from among 23 in- 
door and outdoor background scenes 
such as the Berenstain Bears’ house, 
Grampa's barnyard and the spooky cave. 
The point-and<lick interface can be used 
to fill designs with colors from the palette 
and place “clip art”-like pictures within 
the scene. Dialogue can even be added 
in word balloons. Clever animations ac- 
company the clip art “stickers” to add to 
the amusement. 

Smart Kids 

It Is a happy result of the modern age 
that anyone old enough to crawl to the 
computer keyboard can be exposed to a 
seemingly limitless supply of information, 
entertainment and imagination. With a 
minimum amount of help from Mom and 
Dad, mere mortal children of the ’90s 
have the potential to become Techno- 
Kids. caw 


A NATIONAL WILL GRAND ALLIANCE 



"A National Will" is a computer moderated play-lw-mail game 
where each player runs an economy of a country. Players make 
decisions on production, labor allocation, revenue, trade, etc. 
The strength of a country's military depends on the vitality of its 
economy. 

To order the rule book and take your first turn, please send $6.50 or 
$3.00 for the book only with your name and address to 


"Grand Alliance" is a fully 
computer moderated play- 
by-mail game which involves 
the battle of survival between 
human and alien races. 
Players represent either a 
member or the human race 
or of the alien race with the 
universe as a setting. The 
game is played on a map of 
three parallel levels where 
each level is composed of 
240 planetary systems. Each 
player must solve military 
and political problems within 
their own camp before war 
can be waged effectively 
against the opposing race. 
Each side is faced with the 
same situations and 
problems to overcome. 


To order the rule book and take your first turn, please send $5.00 
or $2.00 for book only with your name and address to 



Simcoarum Systems 

P.O. Box 520861 • Salt Lake City, Utah 84152 
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HOW^DYOU 

IFSOmraNE 




retailer or 


PLUCKED 

YOU OUTOF YOUR CHAIRJTRAPPEDA 

ROCKET MCK 

ON YOUR BACK AND 

PLOPPED YOU 

IN THE MIDDLE OF A Um£ 

MACHINE GUN 

HRE AND FLYING 

NAZIS? 


Thrillseekers, hold on to 


Throw in some brawling with storm 
troopers, dodging V-l missiles and 
dogfighting amidst a squadron of enemy 
fighter planes, and you’ll begin to get the 
feel of what it’s like to be The Rocketeer. 

And even if you make it this far, you 
still have to rescue Jenny from a horde 
of Nazi captors, while keeping the rocket 
pack out of their hands. 

Add 256'color VGA digitized graphics 
of actors and actual movie sets, along with 
)isney’s realistic speech, music and sound 
ectsf and the excitement gets even more 
intense. ^ 

your seats. 


AvaitableforlBMand compatible computers. ‘Sound available through Disney Sound Source, Sound Blaster, P/S land Tandy Audio Systems. Sound Source sold in Combo Paks and separately. Works with IBM and compatible 
computers only. The speech and sound technology in this product was produced underexclusive license to Walt Disney Com puter&ftware, Inc. by Electronic Speech Systems of Hayward, CA. ©Disney 
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STEALTH FIGHTER 2.0 


VGA. 


iHCVUOt* 9vt 


3Vi tnSKenu 


The Definitive Simulation of 
America's Radar-Elusive Jet 


NIGHTHAWK 


S7A 


TWl 


VGA 


only 




Good Night, 
Swoet Hawk 


I f truth is stranger than fiction, then reality should be more 
fun than fantasy. That’s why Microprose has elected to 
take their “Hall of Fame” classic F-1 9 Stealth Fighter and 
update it as F-1 1 7 A Tiighthawk. 

More Than a New Coat of Paint 

The F-l 17A’s success in the Persian Gulf War has moved it 
from the obscurity of Lockheed’s Skunk Works and into the 
Pentagon’s spotlight of major high-tech weapon systems. 

MPS Labs has incorporated plenty of information, recently 
revealed to the public, into the game, as well as reworking 
other components in the simulation model in order to create 
an exciting aviation experience. 

On the outside, the changes to the F-l 17A are obvious. The 
smooth, graceful curves of the F-l 9 have been replaced with 
the ungainiy, angular facets of the actual plane. On the inside 
the game has undergone some major, but subtle, changes. 
The damage control screen that used to show an outline of 
the aircraft with indicators pointing to damaged areas has 
been replaced by a bank of warning iights that conform to 
military standards. The ciuttered look of the HOD, as it ap- 
peared five years ago, has been repiaced with the multi-func- 
tion HOD found on aircraft with state-of-the-art avionics. Pilots 
can now choose MAV, AIR and GND modes which can be 
used to fly to a waypoint, line up approaching aircraft or act 
as a bombsight during a strike mission. 

improvements made to the game, other than updating the 
aircraft, include improved graphics and some spectacular 
animations. Shading helps distinguish terrain features and 
ground objects include more detail. While the resolution is 
lacking, F-l 1 7 A Stealth Fighter’s realism is on a par with 
flight simulators distributed with high-powered workstations. 

As for the animations, the opening sequence is impressive 
and proves that not all of the best directors are in Holiywood. 
MPS Labs has designed key presses to skip over those parts 
of the program, but doing so during the first few times one 
plays the game would be like cutting ali the space sequences 
from Star Wars. 

Not Just a Shoot ’em Up 


Microprose* s Nighthawk: 
F-117A Stealth Fighter 2.0 

by Dana L Cadman 


TITLE; 

Nighthawk F-1 1 7A Stealth Fighter 2.0 

SYSTEM; 

IBM 

# PLAYERS: 

1 

COPY PROTECT: Document Look*Up 

PRICE: 

$79.95 

DESIGNERS: 

MPS Labs 

PUBLISHER: 

Microprose 


Hunt Valley, MD 



Along with the missions found in the original F-l 9 Stealth 
Fighter, Microprose has added two missions from F-15 Strike 
Eagle and three missions from the near future, if the Persian 
Gulf and Central Europe aren’t enough fun, pilots can fly 
over the Communist-controlled regions of Vietnam (1994), 
Cuba (1995) and North Korea (1997). The targets in all the 
scenarios are what one would expect to find in each region 
for that time period. The type of aircraft, ground radars and 
anti-aircraft missiies used by each country are consistent with 
those iisted in the current directories published by Jane’s 
Defense. 

Flying against the enemy doesn’t necessariiy mean lots of 
destruction, however, since piiots can choose from ground- 
strike and air-to-air missions during periods of Cold War, 
Limited War and Conventional War (no sense in playing a 
Nuclear War). The level of tension will determine whether mis- 
sions will be dropping bombs on a target, coliecting recon- 
naissance data or dropping off secret equipment. Whiie not 
as exhilarating as a dogfight, trying to photograph a chemical 
factory from 400 feet at 320 knots has excitement ail its own. 

To help pilots with their mission, the game includes two 
stealth fighters, the original “F-19” and the Lockheed F-l 17A. 
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“^Eaq^, Fve got ^ 
just what you need” 

cooed BreathlessMahoney. 


“The thug 
you’re looking 
for is holed up 
on the wharf.” 

I hit the 

key and tetumed to the squad 
car. Then I slammed the left 
all the way down 
and sped off to Pruneface’s 
hideout. If 1 was going to crack 
this caper, 1 had to make him spill the beans. 

As 1 raced along 8th Street, 
a radio call crackled over 
the Disney Sound 
Source! “Calling 
Dick Tracy, calling 
Dick Tracy,” blared 
the dispatchers 


voice. “Bank robbery in progress at 9th Street and 
C Avenue.” A moment later, 1 arrived at the 


scene of the crime where 1 was greeted by a hail of 
bullets. I reached for the to return the 

fire. Suddenly, 1 went down. 

It took valuable time, but they patched me up 
and got me back out on the street. 

There was still a lot 1 had to 
learn about this crime. 

In the meantime, 1 could 
only hope that Pruneface hadn’t 
skipped town. 


Dick Tracy 


To order: Visit ymr 
software retailer or call 
1 - 800 - 688 - 1520 . 


Available tor IBM and compatibles and Amiga compute 
‘Sound available through Disney Sound Source. Sound 
Blaster. P/S 1 and Tandy Audio ^ems. Sound 
Source sold in Combo Paks and separately. 

Works with IBM and compatible computers 
only. Sound Source not necessary for Amiga 
computers. The speech and sound techo^ 
in this product was produced under oclusive 
license to Wall Disney Computer Software. Inc by 
Electronic Speech Systems of Hayward. CA 
ODisney®Touchslone 
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The “F-19” has twice as many weapon bays as the Lockheed 
and carries a 20 mm Vulcan gatling cannon for aerial combat. 

This might seem to make it a superior choice, but it is not as 
“stealthy” as the Lockheed aircraft. Against Third World nations 
the “F-19” is an excellent aircraft, but for flying over Central 
Europe or North Korea (i.e. with radar operators and pilots who 
know what they’re doing), the Lockheed is the better choice. It is 
better to travel light and unseen than become someone else’s tar- 
get practice. 

The aerial combat and bombing runs will be enough to provide 
fun for any actionphile, but for those who want to enjoy the stra- 
tegy of the game, the manual has over 150 pages of information 
on how the F-1 17A evolved, which radars to avoid (and how), 
tips on landing (read this section carefully!), what to expect in 
the different regions of conflict and which weapons are most ef- 
fective against which type of target. Armed with this information, 
a pilot can make a better choice of weapons and increase the 
chance of destroying a target, as well as find tips on steering a 
course to that target that will minimize the chance of detection 
and increase the odds of getting to the target in one piece. 

What’s Not to Like? 

With an updated version of multiple award-winning games 
(some of those awards presented by CGW), what could there be 
not to like? Buttons. There are too many of them. The design 
team has modeled every flight control available and, during tense 
situations, it is too easy to press the wrong key. It is very annoy- 


ing to accidentally lower the landing gear during a bombing run 
instead of opening the weapons bay door. 

The same problem occurs during landings, but is compounded 
by two-key combinations, such as shift and minus to cut the en- 
gine power. Simplifying the key combinations, or assigning the 
functions to larger (i.e. easier to locate) keys would be a big im- 
provement. 

Some of the controls could be more consistent. While one key 
might rotate through various functions on some displays, it takes 
several keys to change the information on other displays. It will 
take practice to remember which is which. 

Landings are the one instance where Microprose could have 
relaxed the hard edge of reality. The F-1 1 7A was designed for 
stealth first, aerodynamics second. This plane is hard to fly and, 
during a landing, the plane will experience wind buffeting and 
ground effect, making a difficult operation even trickier. The 
beginning pilot should blow off the first few missions and just 
practice touch-downs before trying to keep a regular character 
on the scoreboard. 

In Summary 

Despite the key layout and tricky landings, F-l 7 7A is a great 
simulation. Microprose has again created a game that is engros- 
sing, challenging and educational. The quality of work shows in 
the informative manual, the attention to detail in all of the 
graphics and the design inherent in the well-considered scenarios. 

Flight suit and helmet not included, ccw 



ARE YOU DEAD AGAIN ... ? 


You spend hours to get to the level you desire, all of a sudden you were killed and had to start all 
over again. Frustrated? But if you use GAME-SURVIVOR®, you will be able to: 

• save all your score, lives and levels at any time, during any action, even though the game does 
not support 'save-game' option. So you can continue from your last best saved scenario. 

• use it with action-adventure, simulation, mission-oriented and arcade games. 

Introductory Offer just $ 29 . 95 . Order your GAME-SURVIVOR® today! 


« GAME-SURVIVOR ®« Your Ultimate Game Winning Companion™ 

A combination of hardware and software using memory snap-shot technology that enables user to save or restore any 
games at any time. DOS 3.3 and above compatible, 100% IBM PC Compatibles. Hard Disk and Serial Port required. 


Regular list price at $39,95, Canadian customers please add GST 7%, Ontario customers please add PST 8% in addition. 

We accept VISA, Master, certified cheques & money orders. Shipping charge : Canada ($6), US ($8), Overseas (minimum $20) 

Softswitch International Inc, • 200 Cochrane Drive • Unit 3 • Toronto • Ontario • Canada • L3R 8E8 • Tel (416)513-6222 • Fax (416)513-6224 
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DITKAWAS 

ODTTO KICK BDTT 


AND TAKE NAMES. 

: DIDN’T JUST WANT 


TO WIN. HE WANTED TO POUND HIS 


OPPONENT INTO SUBMISSION. DON’T HOLD BACK. NEVER EASE 
UP. THAT’S HOW HE PLAYED. THAT’S HOW HE COACHES HIS 
CHICAGO BEARSr’ NOTHING LESS THAN 
THE ULTIMATE. THAT’S THE PHILOSOPHY 
or MIKE DITKA. THAT’S THE SECRET 
BEHIND HIS NEW FOOTBALL 
GAME. MIKE DITKA ULTIMATE 

football: is the only new 

PC FOOTBALL GAME OUT THIS 
SEASON. AND POUND(ING) 

FOR POUND(ING) IT BEATS DP 
THE COMPETITION. BUT HEY, 

DON’T TAKE OUR WORD FOR IT. 

CHECK OUT THE STATS FOR 
YOURSELF. ♦ BIG AND BOLD 
256 COLOR VGA GRAPHICS ♦ 

STUNNING PLAYER ANIMA- 
TION « 28 PRO TEAMS TO 
CHOOSE FROM ♦ 32-MAN 
ROSTERS; VARIABLE SKILL 
LEVELS; SUBSTITUTIONS « 4 
PASSING MODES: REAL TIME OR 
STOP ACTION, WITH USER OR 
COMPUTER ASSISTED RECEIVERS 
♦ EAR POUNDING DIGITIZED 
SPEECH AND SOUND EFFECTS « PRACTICE MODE FOR ALL PLAYS, KICKOFF RETURNS, HELD 
GOALS ♦ BOOM FIELD GOALS WITH DITKA’S EXCLUSIVE POWER BAR"^ KICKING GAME. HEAR THE 
CALLS or REFEREE JIM TDNNEY A 31 YEAR VETERAN OF THE NFL WARS. PICK APART YOUR OPPO- 
NENT WITH PLAYS YOU DESIGN OR CALL ON THE 132-PLAY PLAYBOOK. WATCH INSTANT REPLAYS 
FROM FOUR DHTERENT ANGLES. BOTTOM LINE? DITKA DELIVERS SUPERIOR GRAPHICS, GAME- 
PLAY AND REAUSM. TRULY THE ULTIMATE BLEND OF ACTION, STRATEGY AND TOTAL CONTROL. 

TO ORDER, VISIT YOUR LOCAL RETAILER OR CALL 1-800-245-7744. \ rTTM \ rkrZ 

rAV_VJL>»_rAL»l_ 


Actual game screens from IBM PC VGA version of the game. Other screens may vary. IBM is a registered trademark of International Business Machines, Inc. Mike Ditka Ultimate Football is a trademark of Accolade, Inc. 
C 1991 Accolade, Inc. All rights reserved. All product and corporate names are trademarks and registered trademarks of their respective owners. 
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No Objection To Authen 
tic Courtroom Dra ma 

TransMedia^s Objection! 

by Jasper Sylvester 


TITLE: Objection! 

SYSTEM: IBM 

COPY PROTECTION:None 


PRICE: 


DESIGNER: 

PUBLISHER: 


S89.95 (Professional Version) 
$49.95 (Consumer Version) 
Ashley S. Lipson 
TransMedia, Inc. 

27404 Drake Road, Suite 200 
Farmington Hills, Ml 48331 
(313)553-9100 



T he readers will please rise. The critical court of appeals of Com- 
puter Gaming World is now in session, the honorable Jasper 
Sylvester presiding. Readers may now be seated. Prosecution 
may now examine the first witness. 

Prosecution: Would you state the name of the program for the 
benefit of the court? 

Reviewer: Objection! 

Judge: On what grounds, counselor? 

Reviewer: Excuse me, your honor, but the defense attorney didn't 
say anything. The name of the game is Objection! and it is intended 
to sharpen a trial lawyer’s skill at evidentiary law. The on-screen attor- 
ney asks questions of various witnesses and the defense attor- 
ney/player must either object or declare a question to be “proper" as 
soon as possible. 

Prosecution: The fact is, you don’t have the faintest idea how to 
review a game of this sort, do you? 

Defense: Objection, your honor, counsel is being argumentative. 
Judge: Sustained. Counsel will rephrase the question. 

Reviewer: If I may explain, your honor, the defense attor- 
ney/player must type a one-letter code to determine whether he/she 
is allowing a question to stand as proper or to object on the basis of 
the rules of evidence. For example, the defense attorney /player 
would have pressed the “A" key in order to object to the 
prosecution’s last question as being “Argumentative.” 

Judge: Counsel may proceed. 

Prosecution: What, then, can you tell us about the PRODIGY 
review of Objection! that was published in the CGW section of the 
Computer Club? 

Defense: Objection! Counsel is violating the best evidence rule. 
Judge: Sustained! Counsel may continue. 

Prosecution: Your honor, the people would like to submit the 
PRODIGY review as evidence. We believe it is necessary to include 
what the review stated about the game’s real-time factor, in which 
players have to move fast In order to strike a key and, hence, score 
maximum points. 

Judge: So ordered! 

Prosecution: Wouldn’t you agree that real-time games demon- 
strate more about a player’s coordination than his/her logical 
prowess? 

Reviewer: Not in this case, I ... 

Defense: Objection! Counsel is calling for a conclusion on the part 
of the witness. 

Judge: Objection sustained. Counsel is instructed to proceed more 
carefully according to accepted evidentiary rules. 

Prosecution: What is the game’s real-time factor? 

Reviewer: As soon as a question is printed on the screen, a timer 
begins to run and points start to click off the maximum possible 
score. The sooner the defense attorney/player strikes the correct 
key, the higher the score he/she nets. This is to simulate the fact 
that the longer an actual trial lawyer allows an improper question or 
answer to stand, the more likely it is to make an impression upon a 
jury. Of course, it also means that those who are fast readers will 
have a significant advantage in the game. 
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Prosecution: Will the con- 
sumer version of the game 
be as difficult to win as the 
professional version? 

Defense: Your honor, 
learned counsel’s query as- 
sumes unestablished facts. 

We have not ascertained 
whether the consumer version of the game plays differently or not. 
Thus far, we are only certain that the consumer version does not 
come with the high-quality notebook of The Rules of Evidence for 
Witness Testimony ($54.95). We have also not determined that the 
game is difficult to win. 

Judge: Objection is sustained. 

Prosecution: Is the current version difficult? 

Reviewer: It certainly is. Defense attorneys must be alert to every 
question and one cannot even reboot and start the case over again— 
the program uses different questions each time the trial is initiated. 

Prosecution: So, what do your friends at CGW think about the pro- 
gram? 

Defense: Your honor, please, counselor is calling for hearsay. 

Prosecution: Your honor, we know that the gamers at CGW oc- 
casionally play these games at the office. I would like to appeal to 
“New York Life Insurance Co. v. Harrington” and “City of Dallas v. 
Donovan” to suggest that the witness’ observation of emotional ex- 
pressions on a player’s face or “excited utterances” would constitute 
a hearsay exception. 

Judge: Objection overruled. Witness will answer the question. 

Reviewer: 1 observed Dr. Wilson intently staring at the monitor, 
muttering to himself and sighing with relief as he advanced to the 
next witness in the game’s trial proceeding. 

Prosecution: Has Dr. Wilson ever designed a computer game? 

Defense: Objection! Question is immaterial. 

Judge: Sustained! 

Prosecution: Isn’t it true that you find yourself glued to the 
monitor whenever you boot the game? 

Defense: Objection! 

Judge: Sustained, the bench is well aware that prosecution is lead- 
ing the witness. May I suggest that the witness summarize his feel- 
ings about the game in his own words. 

Reviewer: Well, in addition to the rules of evidence violated in this 
article, the game teaches about the inadmissibility of answers to mul- 
tiple questions, calls to reveal privileged information, use of ques- 
tions too similar to questions asked previously, requests for answers 
which require speculation on the part of the witness and use of ques- 
tions which are too vague. The graphics are not particularly well 
done, but once that timer starts running, no one notices the graphics. 

Judge: The court has reached a verdict. We find the program wor- 
thy of recommendation to trial lawyers who need to sharpen their 
evidentiary skills or refresh their memories on the rules of evidence. 
We further find the program to be of significant interest to those who 
are interested in the legal profession as either a potential career or as 
an avocation (rabble rousers, habitual litigants and L.A. Law view- 
ers). In addition, we find the program suitable for those who want a 
challenge that is cerebral, realistic and intense. Case dismissed, caw 
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BlP gCWNI ClAim THAT qUUTtONI 
Is PROPER. 

MSPOHHI 

VsSf I did tlw sutopsu. 

SCORE - ZS CUMULATIVE SCORE - 192 
MtCtt <X*1urn> TO CONTtNUB 






# Wi^fi seas adventure and intrigue guide gou through the nearest role- 
ptaging game from Koei. As a goung Portuguese captain in 1 6th centurg 
Europe, gou must rescue damsets in distress, accumuiate massiCe 
amounts of Wealth, and restore gour famitg honor. /45 gour sailing skill 
increases, others seek gou out for more important and dangerous 
missions. Exploring UMCHAPTED WATERS, gou'll discoi/er a motleg crew 
of thugs, (Villains and scallgWags in some of the World's most exotic ports. 
\!our greatest adventure Will be to rescue the King's beautiful daughter. 
Succeed, and his Rogal Highness Will reward gou handsometg! 

NES Version 
•5 Meg Cartridge 
•128K RAM 
•Battery Back-Up 
•Enhanced Microchip 
For Better Graphics And 
Game Play 





NES Version 
•3 Meg Cartridge 
•128k RAM 
•Battery Back-Up 
•Enhanced Microchip 
For Better Graphics And 
Game Play 


PC Version 
•640k 

•EGA Color 
•Ad-Lib Sound Board 
Support 

•Mouse Support 


whe battlefield becomes gour passport to adventure and World 
domination as gou assume the role of Napoleon Bonaparte. With the 
French revolution oVer, gou must first gain control of France and then 
use gour neW power to conquer all of Europe, you must rule With 
fairness and diplomacg if gou are to continue to build the empire gou 
desire. 45 gou become Master of those around gou, men fall to their 
demise bu gour command and citizens flock to gour side as gou charge 
into battle. For, to plag L'EMPEREUR, it is not enough to Win a battle, 
gou must also Win the War! 




i:empei|^ ur“ 


We Supply The Past, You Make The History 




Romance of 
The Three 
Kingdoms II 



Nobunaga's 

Ambition 


Nobunaga's 
Ambition II 


Genghis Khan 


Bandit Kings 
Of 

Ancient China 


LICENSED BV NINTENDO 
FOR PLAY ON THE 

CNiiiTendo) 


enTERTRinmenT 

SVSTEm* 



KOEI CORPORATION One Bay Plaza, Suite 540 1350 Bayshore Highway, Burlingame, CA 94010 (415)348-0500 

Nintendo, Nintendo Entertainment System and the official seals are the trademarks of Nintendo America 
All Games available tor Nintendo Entertainment System™ and PC compatible computers 





AdLib 

SOUND 
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Sullivan Bluth Presents 


RORFS RRCH 
WITH R V€NG€RNC€... 


Just when vou thought €orth was safe from the evil 
Commander Borf, his little henchmen, The Goons, have blasted 
Borf with the Infanto Rav a second time returning him to his full age - 
and evil. Lead Rce through battles with the goons and Borf's other ollies until 
Vou encounter the evil Commander himself in the ultimate battle for the universe. 


IBM VGA Screens Shown 





















DIRK THE DARING 
RETURNS! 


The adventures of Dirk the Daring continue as you make your Escape From 
Singe’s Castle. Dirk has defeated Singe the Dragon but now must do battle with 
the Evil Shapeshifter who has kidnapped the beautiful Princess Daphne. You’ll 
need all your wits about you as you encounter the Evil One and his minions in 
new scenarios from the animated laser disc classic - Dragon’s Lair. 

Available for IBM PC'" and Compatibles, Atari ST’'' and Macintosh"'. 


Circle Reader 
Service 1175 

RfadvSott lT\corjx>rdU‘(l 
3(' \Vcvtheim Court, Suite 2 
Richn^ond Flill, Ontario. Canada L4B1B9 
Tel;(416i73>4175 • Hax: (41h) 764-8«67 


Dragon's Lair Lscape From Singe's Castle " is a registered trademark owrred by Blulh Group, Ltd..© 1990 Bhitb Group Ltd; used 
under license from Sullivan Blutti Interactive Media, loc.- Character 0es4ns©1983 Don' Bjulhr© year tfrst sold all audio, visua) 
and concept • Sullivan Blutb interactive Media, Inc ALL RIGHTS RESERVED; ■Programming 0,1991 ReadySoft incorporated 
Atari ST and IBM are trademarks respectively of Atari Corporation and International Business Machihes. 

Macintosh IS a registered trademark ot Apple Computer Inc. 
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Fat Odds From Slim 

A Real *'Player*s Choice** 

by Alan Emrich 


TITLE: 

Amarillo Slim Dealer's Choice 

SYSTEM: 

IBM 

# PLAYERS: 

0-1 

PRICE: 

$49.95 

COPY PROTECT: Non-repro paper look-up 

PUBLISHER: 

Villa Crespo Software 

Highland Park, IL 


I f one recalls the opening to the popular 
Tom Cruise movie Risky Business, a 
table full of high school lads were sit- 
ting around a poker table. Emulating 
adults, the dealer announced: “All right, 
here's the game: 5-card draw with a spit, 
anaconda, with a high-low split. Pass two 
to the right, one to the left; deuces, aces and one-eyed faces are 
wild; guts to open.” Anyone who can follow all that is probably 
aware that this type of wild poker variant so popuiar in 
America’s basements and dining rooms on Friday and Saturday 
nights is not easy to find in a computer software version of the 
game, in fact, most computer poker programs have con- 
centrated on “pure” versions of a single type of game, such as 
just video poker or just 5-card draw. So much for “the way 
America plays.” 

Enter Amarillo Slim Dealer’s Choice from computer gambling 
game publisher Villa Crespo software. Originally designed as 
Vegas Johnny's Dealer’s Choice and released in 1989 from 
Top Score Software, Villa Crespo acquired the rights to this ex- 
cellent but obscure computer poker program and proceeded to 
give it “The Crespo Touch.” Finding a good game and making it 
better, John Comeau has added some delightful enhancements 
and created the first true “player’s choice” in poker games with 
Dealer’s Choice. 


these seven games can be played high only, high-low split, low 
only and/or high spade split. That’s a total of 28 poker game 
variants, which gives Amarillo Slim Dealer’s Choice the widest 
variety of computer poker games available to date. 

But what about the poker “house rules?” Is “sandbagging” 
(check and raise) allowed? It’s up to the player! Toggles are in- 
cluded so that many common rules of poker can be defined by 
the player, including what constitutes a low hand in lowball (is a 
“wheel” of A-2-3-4-5 the lowest hand, or does that count as a 
straight?), jacks or better versus “guts” to open a game of 5-card 
draw, and so on. in other words, by adjusting ail the switches, 
play can be suited (forgive the pun) to one’s own refined taste in 
poker games. For the poker connoisseur, variety is the spice of 
playing Dealer’s Choice. 

Deal Me In 


Scouting a Good Table 

Players begin by “designing” the kind of table they want to play 
at. This feature consists of using the easy point-and-click mouse 
interface (or “arrows and enter” command keys) to select from a 
long laundry list of menu options for the poker enthusiast. Those 
who do not care to “shop” for the combination of poker rules 
and variants that suits them best will be given a default set of 
table games consisting of “high only: 5-card draw, 7-card stud 
and hold ’em.” 

Dealer’s Choice comes with seven basic varieties of poker 
which piayers can opt for. They include 5-card stud, 6-card stud, 
7-card stud, 5-card draw, Mexican (which is like 6-card stud “roil 
your own”), hold ’em and forty-four (in which each player gets a 
hand of four cards and four common cards are played). Each of 


Among a player’s other pre-game choices are the number of 
players at the table (up to a full table of eight players), initial 
stake, the minimum bet, maximum bet, ante, blind bets, etc. 
Other players at the table are selected from three lists separated 
by skill level. The competition can range from casual to fierce, as 
a player desires. 

Once all the pre-game decisions are made (and saved for fu- 
ture play— which can be a real time saver), a player is ready to 
click on the “Deal” button and start the action. The deal passes 
to the left each hand, and computer players will deal a randomly 
selected game from a list of those selected during set-up as ones 
the player desires to play this session. The cards, when dealt, are 
quite readable (and a toggle arranges them either by value or by 
the order in which they were dealt), with a player’s “down cards” 
shown in a pinkish tint. At the end of the hand, a player has the 
option of “peeking” at all the down cards on the table, too. 
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THEY WERE FEARLESS, 

CUNNING AND FAST FIVE GOLD 

MEDALS WERE ALREADY GOING BACK TOKITZBUHEL 
BUT HE VOWED TO DENY THEM A SIXTH. ON 
THE TRAM, HE TOLD THE REPORTERS. HE WOULD 
BE THE EASTEST MAN DOWN THE MOUNTAIN 
THIS DAY.” INTENSE 
RIVALRY. GRUELING 
COMPETITION. WORLD 
CLASS SPEED. ALL 


PART OE THE GAMES: 
WINTER CHALLENGE!" 
GO EOR THE BRONZE, 
SILVER OR GOLD AS YOU 
EXPERIENCE THE 
TOTAL RUSH OF 
COMPETING IN 
EIGHT CHAL- 
LENGING EVENTS 
AGAINST THE BEST 
ATHLETES ON EARTH. 
THE LIST OF FEATURES 
IS STRICTLY WORLD 
CLASS: ♦ 256-COLOR VGA 
GRAPHICS ♦ A STUNNING 
BLEND OF DIGITIZED, 
3-D POLYGON-FILL AND 
BIT-MAPPED IMAGES ♦ 

UNIQUE ATHLETE'S-EYE PERSPECTIVE COMBINED WITH SMOOTH, TRUE-TO-LIFE ANI- 
MATION ♦ 8 AUTHENTIC WINTER EVENTS ♦ VCR-LIKE INSTANT REPLAY ♦ TRAINING RUNS 
OR FULL MEDAL COMPETITION ♦ DIGITIZED SOUND EFFECTS WITH FULL MUSIC <§ 
SOUND BOARD SUPPORT ♦ AND IF YOU 'RE TIRED OF ONE OR TWO-PLA YER GAMES, THIS 
ONE LETS YOU COMPETE AGAINSTNim PEOPLE- THE ULTIMATE PARTY GAME. ♦ THE 
GAMES. FROM THE SHEER EXHILARATION OF THE DOWNHILL TO THE RAZORS 
EDGE OF THE LUGE, ITS THE MOST REALISTIC SIMULATION OF ITS KIND. TO ORDER, 


VISIT YOUR FAVORITE RETAILER OR CALL 1-800-245-7744. 


\ \ rM“ " 


WE mmmi ♦ aimsiMOM^sKiJiwm. 
SPEED SKAWr, ♦ CROSS COVNTRYSKUm 
imsiw * LUGE ♦ 8IAWAL0N . 


m HATED 

THEAUSTRIANS 


TheGames: Winter Challenge is a trademark of Accolade. Inc. C 1991 Accolade Inc. All Rights Reserved. Actual Game screens from IBM PC VGA version of the game. All other product and corporate names are properties of their respective 
owners. Neither Accolade nor this product is associated with, or authorized by. the International Olympic Corhmiltee.The United States Olympic Committee or any similar organization for any other country. 
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Fir 

THE GRAND CANYON™ 


Explore the 
wonders of the 
Grand Canyon 
from your 
living room 
with the worlds 
first STEREO 
3-D flying 
simulation for a 
personal 
computer. The 
combination of 
high-resolution topographic data and STEREO 3-D 
viewing imparts a sense of realism and depth that mere 
photographs cannot achieve. 


IN STEREO 3-D 




Over 3 and one 
half million data 
points cover an 
area of 1800 
square miles. 
You can view 
the canyon at 
any point from 
the river’s 
surface to 
50,000 feet. 
Complete flight 
controls let you fly high along the rim, down through the 
inner gorge, or anywhere you want. 


Fly The Grand Canyon uses the 
anaglyph process to create the true 
three dimensional image. Two 
images are displayed on the screen. 

A red one for the right eye and a 
^een one for the left eye. The glasses (included) filter the 
image so that only one color reaches each eye. The brain 
then combines the two images to give the illusion of depth. 

System Requirements: 

IBM AT or compatible with 384KB of memoiy 
1.2MB or 1.44MB Floppy and a Hard Disk 
V GA or EGA with 256KB of Display Memory 
DOS 3.00 or higher (Optional Joy-stick) 

To order, sec your local retailer, or send check or money 
order for $59.95 (Georgia residents add $3.00 sales tax) to: 
FLY The Grand Canyon 

Hyacinth, Department C Please specify disk format. 
5508 Chimney Hollow 1.2MB 5 1/4 inch or 

Norcross, GA 30093 1.44MB 3 1/2 inch. 



Hyacinth (404) 416-6321 




j 


Play flows quickly and reminders of others’ actions remain on 
the screen until the human player has made his or her own 
decision (notes such as “fold,” “call” with a red chip and “raise” 
with a blue chip indicating the amount of the raise serve as these 
reminders). A human player is under no time constraints, and 
can study the table at leisure. 

Table Talk 

Not only does the action move right aiong, but virtually any 
sound card that supports speech (Sound Blaster, Covox, etc.) 
will add voices to the game. Male and female voices will an- 
nounce their actions (“raise,” “check,” “foid,” etc.) as well as 
print them on the screen. Somehow, the audio portion of a com- 
puter game aiways seems to add a third dimension to it, even a 
computer poker gamel 

Still, that’s not all that’s being said around the table. The player 
can always ask for some advice from renowned poker master 
Amariilo Slim himself. Whenever a player gets In a thorny situa- 
tion, Slim is full of advice, written in his piain-speaking, down- 
home manner. Slim wili advise whether folding, cailing or raising 
is the right thing to do, and expiain luhy, so that the player 
might carry the iesson forward and become a better poker 
player. For those who enjoy playing poker, but feel that an oc- 
casional professional bit of advice wouldn’t hurt their play, 
Amarillo Slim Dealer's Choice is the software package to get. 

For beginners, Siim’s advice can even be permanently toggled 
“on” before the game commences, so it’s aiways iike having a 
poker angel on the ear. 

Knowing the Odds 

Of course, real gamblers want to know the odds. Two kinds of 
calculations are available for the serious student of poker. During 
a hand, among the options available is an “odds” screen which 
shows the player’s current hand, the odds of improving it to 
various levels (such as 3.75-1 of two pair, 60-1 of a full house, 
etc.). Another important set of odds is also presented, the “pot 
odds.” These are the odds of the risk of one’s next bet versus the 
odds of winning the showdown. In other words, the larger the pot 
and the smaller the bet required, the more it’s worth the risk of 
drawing the next card against long odds of improving one’s hand. 

Between deals, players can call up the statistical information 
about what games have been played, how many of which hands 
were seen in the showdown, and the percentage of times they’ve 
won the pot. For example, a player could call up the 7-card stud 
menu, and for each of its four variants see the number of times a 
3-of-a-kind was at the showdown to win the pot, and what percent- 
age of the time it won the pot. This is designed to give players 
an appreciation for what is usually required to win at poker. For 
reference, the median winning hand is two pair, jacks up. Playing 
at “smaller tables” (fewer players) means that weaker hands can 
win more often, while “larger tables” usually require better hands 
to win. 

Cashing In 

There’s no doubt that Villa Crespo is the leading computer gam- 
bling game publisher. Fortunately for computer gamblers, they 
did not quit with their Amarillo Slim 's Real Poker: 5-Card Stud. 
When a better program came along, they seized upon it and im- 
proved it. Amarillo Slim Dealer's Choice is a great leap for 
poker enthusiasts. With the most opponents, most options and 
best gameplay, Amarillo Slim Dealer's Choice wins the pot, 
hands down! cow 
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Dungeons^^iagons 


Meaner Than Ever/ 


' Yes! The exciting sequel to Eye of the 
Beholder is here'. 

Like its awesome predecessor, EYE OE 
THE BEHOLDER //; Tw LrarriD or DAi<i\NOon is a 
graphically basetl..ADS;D computer fantasy role- 
playing saga -^with stunning pictures, realistic 

animation and 3-D "you-are-there" point 
of view. EYE II gives you all this... 
and more 


much morel 

BIGGER! A bigger adventure — 

includes forest, temple, catacomb ' 

and three huge towers. The bigger 
story gives you more people to meet, clues to learn and 
mysteries to unravel.' BETTER! Better graphics and improved "point- 
and-click" interface make playing even easier. MEAfSER! Lots of 
new, smarter, meaner monsters.' 

Transfer your characters and items from Eye of the 
Beholder, or create your own experienced group 
-'CFi-' characters. Eithei: way, you're in for more of 

(W '-. v. the best fantasy role-playing experience.' 


3 D View! 


Brave the haunting forest 
on the way to the dread 
Temple Darkmoon. f 


TO ORDER BY VISA/MC: call 
1-800-245-4525 (in USA & 
Canada). To receive SSI's com- 
plete product catalog, send 
$1,00 to: SSI, 675 Almanor 
Avenue, Suite 201, 
Sunnyvale, CA 
94086. 


jbwe snp?;— ill edihbat or' 
m c dn V^eftion-^can 
Brt'fig tfre wlutfle force of 
the eneiny agains^^r! 


r fm ❖ AMIGA 

Clue Book available! 


ADVAMfl I) DliMCrons 6 r nK,4CjO"iS. AD.vD 
.li)(l llie 1 M\ lyyy arr tiademaiKs owned b\ 
anaj 4 *ai 1 uf)d( t liiciiM' tiomTSR, liK, ' 
I'tyi TSH Slmli'iiu.^ii)iubttv)i 

Ini . All liglils leiCrned. " 
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Review 


Breach for the Stars 


Starship Combat According to the Rules of Engagement 

by Charles A. Smith 





Perhaps the best news, however, is that with Omnitrend's new 
Interlocking Game System (IQS), one does not have to be satis- 
fied with resolving battles using Rules of Engagement. This is be- 
cause Rules can be linked with Breach 2 for man-to-man com- 
bat by boarding parties or commando raids on outposts, adding 
an element of realism which has been heretofore unknown in 
space combat games. 


First Looks 


Rules of Engagement comes on four low-density 5 1/4" disks. 
The game is easily installed to a hard disk, since graphic files are 


normally stored in compressed format, but can be decompressed 
to speed the game along (if one elects to trade about 2.5 
megabytes of hard disk space in exchange for game speed). In 
addition, the heavy-duty manual will assist the reader in every- 
thing from interfacing with the game through becoming im- 
mersed in the fiction, improving one’s tactics and creating cus- 
tomized missions. 

Speaking of customization, players can not only participate in 
the basic twenty missions included with the game, but can 
design their own by creating outposts and starships. Forces are 
then placed In a system composed of planets, asteroid belts, 
waypoints, and one or two suns. Then, it is merely a matter of es- 
tablishing the victory conditions and the battle can begin. 

The Interface 

Each of the major panels In the CCSI (Data Retrieval, Naviga- 
tion, Communications, Tactical) consists of several distinct parts. 
Action buttons are magenta and information buttons are blue. All 
other information on the panel is explanatory only. For example, 
when referring to the Navigation Panel, one can go to any other 


TITLE: 

Rules of Engagement 

SYSTEM: 

IBM 

COPY PROTECTIONiNone 

PRICE: 

$59.95 

DEVELOPER: 

Omnitrend Software 

PUBLISHER: 

Mindcraft 

Torrance, CA 


R ules of Engagement Is a new game of tactical star- 
ship combat from Omnitrend, creators of Breach 
2. Instead of leading a combat squad. Rules of 
Engagement allows one to assume control of a flagship 
and command other captains in the fleet. Success 
depends on making the proper tactical decisions for one’s 
task force and remaining poised under the pressure of combat. 
The player must be a leader, a manager and a strategist, but not 
a joystick cadet out of a Star Wars movie. No seat-of-the-pants 
flying will work for this game. Instead, players conduct all opera- 
tions through a ship’s unique Command and Control Systems In- 
terface (CCSI) [Ed: See the designer’s notes on this interface 
in CGW #84, p.64J and the mastery of the CCSI is the key to 
success in both gameplay and suspension of disbelief. 
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STRATEGIC SIMULATIONS, INC 


No QRtA7’i,R QlOR\’ 
covers all aspects of this 
immense war: military, 
political, diplomatic and 
economic — even popular 
opinions of the time! 
You are Lincoln... or Davis. Choose your 
generals, cabinet members and foreign envoys 
from leading politicians and military officers 
of that period. Move your armies across the 
map and order your generals to take them 
into battle, on land and sea. 

Each turn equals three 
/ months, divided into such 

— phases as recruitment, 
campaigning, taxation and diplomacy. 
"J r~J The “point-and'click’’ interface plus 

/ / beautiful graphics make this game 
/rw easy and quick to play. 

' No Qrfater Qwry. 

The first computer game to cover 
the Civil War — in its entirety! 


IhE MOST COMPLETE 
RE-ENACTMENT OF THE WAR 
THAT DIVIDED A NAHON! 


THE AMERICAN CIVIL WAR 


* Mw e and /iglu across the Easter)} 
Bolder Rcgioi^AsJi^tegic Maji 
u hich divides^he nation into 8 regions 
and 43 areas is also [ynn'ided.) 


rantai 



Screen displays shown are IBM EGA DISPLAYS, 


©1991 Strategic Simulations, inc. All rights reserved. 






Review 



major panel; save or quit the game; accelerate or decelerate time 
(never slower than real-time, however); select what to view in the 
star system (or even what to view from another starship); probe 
and intercept a planet, starship, outpost or sun; or assume 
manual control over navigation of the flagship. Note, however, 
that only one’s personal flagship is under direct control, since the 
other starships in the fleet are led by captains under the player’s 
“command” (if the computer subordinates choose to listen and 
follow orders, that is). 

On the Data Retrieval Panel is access to fleet statistics and infor- 
mation about the mission, the various captains in the fleet and 
the (JDP (United Democratic Planets). Damage control opera- 
tions are accomplished by assigning different percentages of the 
crew to repair each ship’s system. 

The Communications Panel allows one to send and receive or- 
ders to any Federated Worlds (FW) or UDP starships. All com- 
mands (for example, capture enemy ship, proceed to waypoint, 
patrol outposts) are selected from a menu, and information 
about anything that might interfere with communication (like 
electromagnetic interference) is also provided. 

The Tactical Panel is the most complicated (it’s life or death 
here). From here, players carry out all combat and defense ac- 
tivities, including ship-to-ship combat, docking with friendly out- 
posts and boarding enemy starships/outposts. Included are a tar- 
geting scope and lock-on button, fire control and weaponry set- 
tings, a combat map with ship’s position and range to target, 
selections for tactical maneuvers, defensive system readings and 
a self-destruct control. 

Computer Read-Out 

This reviewer looks for three characteristics in games of this 
type. First, is it attractive? This involves whether the game is 
pleasing, not only to the eye and ear, but to the mind as well. It 
also determines if all the elements (graphics, sound, game play) 
fit together properly or Is it fragmented, as though created by 
committee. 

For this reviewer. Rules of Engagement is elegant. There are 
no gee-whiz 256-color images. Instead, graphic designer Maurice 
Molyneaux and programmer Thomas Carbone opted for austerity 
and functionality to transform one’s machine into a computer 
with deadly potential fitting snugly into the game’s fiction. 
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The alien creation utility is a good example of this teamwork. 
Remember the childhood picture books that allowed children to 
mix and match various body parts in order to construct outland- 
ish creatures? That is Omnitrend’s approach in its alien charac- 
ter generator. In addition to creating more than 700,000 physical 
combinations for one’s enemies, a player also determines a per- 
sonality profile that the program uses to determine how that race 
will behave in a given mission. 

Second, one needs to consider whether the game will en- 
courage players to suspend disbelief or not. Does it make sense, 
given the world it models? Here, there must be a qualified “Yes” 
to Rules of Engagement. Both the bad guys and one’s own 
FWAF captains behave consistently within their personalities. 
There might quibbles about the details; planet mass does not af- 
fect starship velocity, there are no economic constraints when 
one constructs a fleet and outposts do not have offensive 
capabilities (originally having been built during peacetime) nor 
can they be destroyed. Hopefully, the scope of this game covers 
so much ground (or space) in its presentation of starship combat 
that most players will forgive the design team for these limita- 
tions. 

Rnally, one must consider whether the game is entrancing or 
not. Will it make players forget that they are sitting in a room in 
front of a computer; that bills are gathering dust on top of the 
refrigerator; that the clock reads 2:30 AM and that they have to 
get up at 6:30 to go to work? If one likes the idea of starship 
management, there is magic in Rules of Engagement. For a 
short while, players will take command of a starship’s powerful 
computer. When the balloon goes up (or down or around or 
whatever it does in space) and the alarms go off, it’s nail-biting 
time. 

Version 1 .0 of Rules of Engagement had a bug that caused 
computers to lock up on some missions. Omnitrend promises 
to resolve these problems in version 1 .2. Since the company has 
had a good reputation for supporting Breach 2, one can hope 
that problems of this kind will be resolved as soon as possible. 

Tactical Briefing 

The following suggestions are intended to complement those al- 
ready found in the manual. First, except in the initial scenarios, 
one should never play at “Beginner" level. Knowing exactly 
where the enemy is at the beginning of the game, as one does 
when playing at the lowest level, greatly reduces the replay value 
of the mission when one is ready to move up in difficulty. 

Second, since destroyed systems can never be repaired, 
players should make “escaping” a top priority whenever any sys- 
tems fall below 50% effectiveness. It is especially important to 
safeguard the ship’s drives. 

Third, fire long-distance missiles first and consider the closing 
speed of enemy ships. Missile range increases when moving at 
maximum speed and firing straight ahead. One should also turn 
on the beam missile defense when firing missiles. 

Fourth, after playing a mission a few times, it is possible to 
make it more difficult or easier by re-assembling it. One can 
change the number of friendly and enemy ships or assign a dif- 
ferent enemy race to the battle. Whenever re-assembling a mis- 
sion, it is a good idea to vary the strength of enemy starships by 
editing their damage levels either up (to make the mission more 
difficult) or down (to make the mission easier). Once these levels 
are set, they cannot be repaired to any greater percentage during 
the game. MW 
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HER WET BODY 

BATHED IN BEVERLY 

BILLS MOONLIGHT. THE STRANGER CREPT 
OUT KHO.M ITIK SHADOWS TOWARDS THE POOL. LIKE 
THE STARLETS WHO HAD VAN- 
ISHED REFORE HER, SHE WAS 
ORLIVIOUS TO Ills MENACING 
P R E S E N C E . H E 
SCREAM WAS NO 
heard:’ THE HIPPEST 
STARS IN HOLLYWOOD 
ARE BEING KIDNAPPED. 

AND ONLY ONE MANLEY 
CAN SOLVE THE CRLME 
OF THE CENTURY. LES 
M^VfLEYm LOST IN 

plungp:s the hero 

SEARCH FOR THE KINO” 

INTO A MEGA-MYSTERY 
THAT SPANS ALL OF LA 
LA LAND. MEET GOR- 
GEOUS BABES, BODY 
BUILDERS, ROCK STARS, 

On-OF-WORK ACTORS- 

ALL FULLY ANIMATED AND DIGITIZED IN AWESOME 250 VGA CALIFORNIA COLOR. 
HERE’S A REALITY’ CHECK (LIST) ♦ LIVE VIDEO FOOTAGE OF REAL ACTORS AND AC- 
TRESSES ♦ A POWERFUL PLOT AND DIALOGUE FROM A PROFESSIONAL SCREENYV’RITER 
♦ REAL COOL CHARACTER SCALING WITH FULL ANIMATION ♦ ROCKIN’ L.A. SOUND- 
TIL\CK WITH TOTAL MUSIC & SOUND BOARD SUPPORT ♦ REAL L.A. LOCATIONS-FROM 

HOLLYWOOD BOULEVARD TO MULHOLLAND 
DRIVE MANSIONS ♦ REAL EASY 1()<)% POINT & 
CLICK CONTROL ♦ SO IF YOU WANT’ A HOT STORY- 
LINE, A SHOT TO SOLVE A MYSTERY AND THE GIj\- 
MOUR ;\ND GLITZ OF SOUTHERN CALIFORNIA, 
GET LOST’ /A’ L.A. LIKE IT’S TOTALLY REAL,DUDE. 
TO ORDER, VISIT YOUR FAVORITE RETAILER 
ORCALLl-B()0-245-7744. XrVnrM V 1^13 


“SHE STOOD 


Les Manley, LaFonda Turner, Maladonna, and Les Manley in Lost in L.A. are trademarks of Aixolade, Inc, © 1991 Accolade, Inc. All Rights Reserved. All other product and corporate names 

are trademarks and registered trademarks of their respective owners. 
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DUSK OF THE GODS' 


from INTERSTEL is a 
roleplaying game that 
lets you enter Valhalla. 
Become one of Odin's 
champions, explore the 
realms of creation 
(Asgard, Mldgard, & 
Jotenheim), seek out 
knowledge and attempt 
to tip the scales in favor 
of Odin at the battle of 
Ragnorok. Features 
include accurate world 
of Viking mythology, 
256 color VGA, sound 
board support & point 
click interface. $38 


Action North Atlantic $28 
Action off River Plate $28 
Action Stations $29 

Air Raid Pearl Harbour $28 
Amer Civil War 1 - 3 Ea$22 
Ancient Battles $32 


Kursk Campaign $39 
Long Lance $39 

MacArthur's War $29 
Main Bttle Tank C Grm $39 
Main Bttle Tank N Grm $39 
Main Bttle Tank ME $39 


'MEGAFORTRESS: 
FLIGHT OF THE OLD 
DOG' by THREE SIXTY 
PACIFIC is the 
standard for bomber 
simulations. Complete 
with offensive and 
defensive weapons and 
the latest electronic 
technology the B52 
Megafortress is capable 
attacking any target 
the world. Sound 
board support, 256 
color graphics, and 
multiple camera angles 
this a state of the 
art simulation. $37 


Ancient Art War $31 
Ancient Art War at Sea $31 
Ancient Art War in Sky $34 
Armada 2525 $32 

Balance of the Planet $ 1 9 
Bandit Kings of China $37 
Battle Isle $32 

Black Gold $10 

Breach 2 Enhanced $19 
Breach 2 Scenario Disk $15 


Castles 
Centurion 
Civilization 
Command HQ 


Defender of the Crown $12 


Banzai $28 

Battle of the Atlantic $39 
Battle of Austerlitz $28 
Battle Stations $28 

Battle Tank Barbarosa $39 
Battle Tank Kursk $39 

Battles of Napoleon $32 

Battleship Bismark $28 

Blitzkrieg Ardennes $29 

Borodino $30 

Campaign $32 

Carriers at War $37 

Civil War NINGA $39 
Civil War SSI $42 

Charge Light Brigade $34 
Cohort $34 

Conflict $15 

Conflici: Middle East $37 
Conflict in Vietnam $12 
Crusade in Europe $28 
Decision at Gettysburg $29 
Fall Gelb $39 

Fifth Eskadra $39 

Fire Brigade $34 

Fleet Med $39 

Frontline $34 

German Raider Atlantis $26 
Gettysburg:Turning Pnt $37 
Golan Front $39 

Grand Fleet $39 

Grey Seas, Grey Skies $39 
Halls of Montezuma $22 
Harpoon $37 

Harpoon Set 2 or 3 $19 

Harpoon Set 4 $24 


Malta Storm $39 

Mare Nostrum $28 

Marianas Turkey Shoot $28 
Midway $28 

Moscow Campaign $39 

Nam 65-75 $45 

Northern Fleet $39 

North & South $27 


Designasaurus 2 
Dino Wars 
DRAGON Force 
Dragon Lord 
Dune 
Empire 
Final Conflict 
FireTeam 2200 
FireTeam Const Kit 
Fort Apache 
Full Metal Planet 
Genghis Khan 
Gold of the Americas 
Guns or Butter 
Hidden Agenda 
Imperium 
Lemmings 

Lemmings Data Disk 


$28 

$28 

$31 

$12 

$34 

$31 

$34 

$29 

$25 

$34 

$31 

$37 

$12 

$12 

$39 

$26 

$32 

$19 


Operation Overlord $39 
Pacific Storm Midway $39 
Pacific Storm Solomons$39 
Panzer Battles $22 

Patriot $38 

Patriot Battle Sets Ea $24 
Patriot Editor $27 

Patton V Rommel $15 


Harpoon Editor 

$27 

Prelude to Jutland 

$28 

Harpoon Bundle 

$54 

Red Lightning 

$12 

High Seas 

$33 

Retrun to the Falklands 

$28 

In Harms Way 

$39 

Rising Sun 

$28 

Iraq Conflict 

$12 

Rommel at El Alamein 

$39 

Kampfgruppe 

$37 

Rommel at Gazala 

$39 

Kriegsmarine 

$39 

Rommel North Africa 

$22 


THREE SIXTY 
PACIFIC'S 'HARPOON 
CHALLENGER PAK' 

Is a realistic view of 
NATO vs USSR. Play 
either side in this high 
Istakes cat & mouse 
game. With more than 
100 authentic weapons 
systems, this is modern 
naval warfare. Not just 
one game but an entire 
game system. Includes 
Harpoon, Battleset 1: 
GIUK , Battleset 2: 
North Atlantic Convoy, 
Scenario Editor, & 
Battle Book. $54 

L'Empereur $37 

Liberty or Death $37 

Lost Admiral $34 

Lost Patrol $ 1 2 

Medieval Lords $37 

Medieval Warriors $19 
Merchant Colony $34 
Millenium $27 

Nobunaga1or2 $37 
Nuclear War $12 

Ogre $19 

Omega $30 

Operation Combat $29 
IBM WARGAMES 
Rorke's Drift $34 

Second Front $37 

Seventh Fleet $39 

Strike Fleet $15 

Slalingrad Campaign $39 
Storm Across Europe $37 
Suez 73 $29 

To The Rhine $39 

Typhoon of Steel $37 
UMS1 $19 

UMS 2 Nations at War $34 
UMS 2 Desert Storm $20 
UMS 2 Planet Editor $28 
Under the Ice $30 

Vulcan $34 

War in the Falklands $28 
Warship Changed Hist $28 
Waterloo $12 

Western Front $37 

White Death $29 


Power Monger $32 

Project Moonbase $24 
Project Space Station $ 1 5 
Railroad Empire $34 

Railroad Tycoon $34 
Reach for the Stars 3 $12 
Renegade Legn Intcptr $37 
Revolution 76 $32 

Romanc 3 Kngdm 1or2 $42 
Rules of Engagement $38 
Second Conflict $34 
Seven Cities of Gold $ 1 2 
Siege $38 

SimCity $29 

SlmCity & Populous $34 
SimCity Graphic 1 or 2 $23 
SimCity Terrain Editor $15 
SimEarth $41 

Star Control $29 

Starfleet 1 or 2 $38 

Stellar Crusade $12 

Strategic Forces $ 1 9 
Sword of Aragon $28 
Theatre of War $32 

Theatre Sets $21 

Visions of Aftermath $ 1 2 
Warlords $29 

Worlds at War $29 

IBM ADVENTURE 
Advnts Willie Beamish $34 
All Dogs Go to Heaven $19 
Altered Destiny $34 

Arthur Quest Excaliber $12 
B.A.T. $19 

Black Cauldron $14 


Castle of Dr Brain $29 

Chmbr Sci Mutnt Prstss$15 
Code Name: Iceman $21 
Colonel Bequest $21 

Colonel Bequest 2 ega $34 
Colonel Bequest 2 vga $34 
Conquests of Camelot $21 


Conquests Robin Hood $34 


Conspiracy Deadlock $34 

Countdown $37 

Covert Action $29 

Crime Does Not Pay $34 

Crime Wave $37 


'LOST ADMIRAL' from 
QUALITY 
PRODUCTIONS is a 

turn based production 
naval strategy game. 
Features 9 scenarios, a 
random map scenario, 
1 5 campaign games, 
flagships with special 
, very strong 
artificial intelligence, in 
depth officers ranking 
, accumulates 
your career history as 
play, 2 player 
option, and sound board 
support. In short better 
than EMPIRE. $34 


Cruise for a Corpse $34 

Dark Heart of Uukrul $34 

David Wolf :Scrt Agnt $ 1 5 

Deja Vu $12 

Deja Vu 2 Lost in LV $12 

Die Hard $28 

Don't Go Alone $12 

Duck Tales $28 


Earihrise 

$24 

East V West:Berlin '48 

$ 9 

Eco Quest 1 

$34 

Felony 

$12 

Fool's Errand 

$12 

Free DC 

$34 

Future Wars 

$28 

Gamma Force 

$12 


Geisha 

$32 

Gold Rush 

$24 

Harley Davidson 

$12 

Heart of China 

$34 

Honeymooners 

$12 

Hostage 

$12 

Hound of Shadow 

$19 


Indy Jones L Crsd ega $22 
Indy Jones L Crsd vga $28 
Indy Jones Fate Atlantis$38 
It Came from the Desert$19 
James Bond Stealth Aff $34 


Jetsons $19 

Journey $12 

King's Quest 1 Enhncd $34 

King's Quest 2 or 3 $28 

King's Quest 4 $34 

King's Quest 5 ega $34 

King's Quest 5 vga $39 

Kristal $ 1 5 

Lane Mastodon $12 

Leather Goddesses $ 1 2 

Leather Goddesses 2 $42 
Leisure Suit Lrry 1 ega $ 1 6 
Leisure Suit Lrry 1 vga $34 
Leisure Suit Lrry 2 $34 

Leisure Suit Lrry 3 $34 

Leisure Suit Lrry 5 $34 

License to Kill $26 

Loom $ 1 9 

Lost in LA $37 


Lost Treasures lnfocom$59 
Magnetic Scrolls Bndl $37 
Manhunter NY or SF $28 
Maniac Mansion w HBK$18 
Martian Memorandum $37 
Mean Streets $37 

Mixed Up Mthr Goose $26 
Mixed Up Fairy Tales $26 
Moebius $28 


Murder by the Dozen $15 
Murder Club $28 

Murders in Space $12 
Neuromancer $15 

Oregon Trail $28 

Planel of Lust $28 

Police Quest 1 $28 

Police Quest 2 or 3 $34 

Prince of Persia $25 
Rise of the Dragon $34 
Robin Hood $34 

SDI $12 

Search for the King $37 
Secrt Monky Isind 1 ega $28 
Secrt Monky Isind Ivga $38 
Secrt Monky Isind 2 $38 

Sex Olympics $24 

Sex Vixens from Space $ 1 2 
Shogun $12 

Sinbad $12 

Snoopy $ 9 

Sleeping Gods Lie $27 
Space Quest 1 ega $34 
Space Quest 1 vga $34 
Space Quest 2 $28 

Space Quest 3 or 4 $34 

Spellcasting 101 or 201 $34 
Startrek 5 $12 

Startrek 25th Aniversry $42 
Street Rod 1 $ 1 9 

Street Rod 2 $28 

Time Quest $29 

Total Eclipse $12 

Train $12 


Overlord $28 

Paladin $28 

Perfect General $34 

Populous $21 

Populous & Simcity $34 


Populous Promise Land$14 
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TRUMP CASTLE II' 
from CAPSTONE puls 
you in Atlantic City at 
|the Trump Castle 
Casino Resort with 
actual digitized images 
and sound from the 
casino itself. Features 
include 256 color VGA 
graphics, sound board 
support, digitized 
animations and 
multiplayer capability for 
|six gambling games 
baccarat, blackjack, 
craps, roulette, video 
poker, and slot 
machines. $32 
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'NEMESIS GO' from 
TOYOGO is the 
ultimate computer GO 
program. With the 
simplicity of checkers 
and the complexity of 
chess, GO is both an 
enjoyable recreation 
and a serious strategy 
game GO MASTER Is 
a basic GO player and 
tutor. JOSEKI GENIUS 
adds complex corner 
openings. TACTICAL 
VVIZARD Is the ultimate 
tutor offering in depth 
tactical analysis. GO is 
4000 years old. $39 
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IBM SPORTS 


IBM SPORTS 


Madden Football 

$32 

PGA Tour Golf 

$32 

Madden TD 89 

$18 

PGA Tour Golf Disk 1 

$17 

Madden TD 90 

$18 

PGA Tour Golf Ltd Edt 

$45 

Magic Johnson Fst Brk 

$ 9 

Pro Football Analyst 

$37 

Magic Johnson MVP 

$18 

Pro Tennis Tour 2 

$32 

Mario Andretti Racing 

$32 

RBI 2 

$32 


IBM TRADITIONAL 


3D Pool 

$25 

Advance to Boardwalk 

$15 

Amarillo Slim Poker 

$15 

Battlechess 1 ega 

$31 

Battlechess 1 vga 

$31 

Battlechess 2 

$31 


IBM TRADIONTAL 

Hoyle's Games 1 or 2 $21 
Hoyle's Games 3 $28 

Ishido $34 

Jeopardy Silver Edition $15 
Jones in the Fast Lane $24 
Lexicross $25 


IBM SPORTS 

4D Boxing 

4th & Inches 

4th & Inches Teams 


$32 

$12 

$10 


1992 Winter Olympics $32 


ABC Mon Night 


$37 



'STARTREK: THE 25th 
ANNIVERSARY' from 
INTERPLAY combines 
a realistic 3D space 
flight simulator with an 
in depth role-playing 
game. Pilot the 
Enterprise through a 
simulation similar to 
WING COMMANDER. 
Discover dozens of 
planets, beam down to 
explore them. Each 
planet with its own 
unique adventure. 
Features point-and- 
click, 256 color VGA & 
adlib support. $36 


ABC Mon Night w Vid $37 
All Star Sports Pak $34 
APBA Baseball $28 

APBA Encyclopedia $34 

APBA General Manager$31 
APBA Innovator $34 

APBA Stat Master $39 

APBA Wizard $31 

APBA 1908- 91 Ea $21 

APBA Bowling $19 

APBA Football $49 

Basketball Challenge $28 
Bball Ch. 1987-88 Ea$13 
Bball Ch. 1989-90 Ea$17 
Bo Jackson Baseball $34 
Blades of Steel $26 

Carl Lewis Go Gold $19 
Championship Baseball $ 1 2 


CRUSADERS' 

of the 

DARK savant 

' 'if 


0 / ■ 


Cycles Grand Prix 
Daily Double Horse 


$28 

$19 


CRUSADERS OF THE 
DARK SAVANT: 
WIZARDRY 7' from 
SIRTECH is high lech 
fantasy roleplaying at| 
its best. WIZ7 includes 
multiple beginnings, 
outdoor campaigns in 
caves, forests, rivers, 
dungeons, a complete 
city. NPCs talk to each 
other & entire 
computer controlled 
parties compete with 
the player. Features 
point & click interface, 
256 color VGA & soundl 
board support. $39 


IBM AD & D 

AD&D Bundle $38 

Champions of Krynn $32 
Curse of Azure Bonds $32 
Death Knights of Krynn $32 
Dragon Strike $32 

Dragons of Flame $12 
Eye of the Beholder $32 
Eye of the Beholder 2 $38 
Gateway Savge Frontr $32 
Hilisfar $32 

Heroes of the Lance $ 1 2 
Pool of Darkness $38 

Pool of Radiance $32 

Secret of Silver Blades $32 
Shadow Sorcerer $32 

War of the Lance $12 

IBM HARDWARE 
Ad Lib Sound Card $79 
Ad Lib Gold Snd Crd $1 99 
Ad Lib MCA Snd Crd $149 
Ad Lib Visual Composr $75 


Ad Lib Speakers 
Flight Stick 


$15 

$46 


Flight Stick w Falcon $49 


Maxx Control Yoke 


$69 


Big Boggle 

$15 

Living Jigsaws 

$ 9 

Days of Thunder 

$25 

Mean 18 Golf $30 

Reel Fish'n 

$12 

Rudder Peddals 

$49 

Ceasar's Palace 

$15 

Mental Blocks 

$15 

Face Off 

$31 

Mean 18 Course 5 & 6 $25 

Serve & Volley 

$12 

Mouse 3 Button 

$29 

Centerfold Squares 

$21 

Monopoly 

$24 

Fast Break 

$17 

Microleague Baseball 3 $28 

Skate or Die 

$16 

Pro Audio Spectrum 

$249 

Check Mate 

$36 

Penthouse Jigsaw 

$24 

GBA Basketball 

$17 

ML World Series Disks $17 

Skie or Die 

$28 

Sound Blaster 

$109 

Chessmaster 2000 

$27 

Price is Right 

$15 

GFL Champ Football 

$12 

ML TD 1982 - 1990 Ea$17 

Sport of Kings 

$18 

Sound Blaster Pro 

$199 

Chessmaster 2100 

$31 

Prime Time Hits 1 or 2 

$25 

Grand Prix 

$24 

ML All Stars $17 

Super Car Pack 

$37 

Snd Blaster Speakers 

$15 

Chessmaster 3000 

$31 

Puzzle Gallery 

$26 

Grand Prix Circuit 

$17 

ML Franchise Disks Ea $20 

Tennis Cup 

$32 

Snd Blaster Voice Edtr $54 

Clue Master Detective 

$15 

Puzznic 

$25 

Greg Norman Shark Att$25 

ML Box Score Stats $20 

Tie Break Tennis 

$27 

Thrustmaster Joystick 

$79 


Cribbage King/Gin King $19 
Crossword Magic $32 
Dealers Choice Poker $34 
Edwrd O Thrp BIck Jck $29 


Electric Jigsaw 
Family Crosswords 
Femmes Fatale 
Games People Play 
GO Master Deluxe 
GO Master 5 Deluxe 
GO Joseki Genius 
GO Junior 
GO Master 
GO Master 5 
GO Master 5 Toolkit 
GO Scribbler 
GO Tactical Wizard 
Grand Slam Bridge 
Hollywood Squares 


$15 

$28 

$28 

$27 

$89 

$109 

$39 

$19 

$34 

$39 

$39 

$34 

$39 

$24 

$15 



ACTION STATIONS' 
by RAW SOFTWARE 

Is a naval suface 
combat simulation. 
This game covers 1 922 
to 45 in amazing detail. 
Features 21 status 
displays, 30 scenarios 
in the Atlantic, Med and 
Pacific, subordinate 
comanders, treatment 
of smoke, starshells, 
flares, radar, weather, 
shore batteries, aircraft 
spotting & more. Ships 
are modeled in detail. 
This is the premier 
WW2 naval game. $29 


ML GM Disk 3 $25 

ML Roster Security $20 

Microleague Basketball $28 
ML Personal Pro Golf $28 
Microleague Football 
ML Ftball GM/Owners 
ML Ftball Team Disks 
ML Wrestling 
Mike Ditka Football 
Motocross 
NASCAR Challenge 
NCAA College Football $36 
NFL Challenge 
NFL 1984 - 1987 Ea 
NFL 1988 - 1991 Ea 
NFL Preseason Disk 
NFL All Star Teams 
NFL College Alumni 
NFL College Teams 



IBM ADVENTURE 

Rack'em 

$12 

Gretsky Hockey 2 

$34 

NFL Dream Teams 

$20 

TKO Boxing 

$ 9 

Uninvited 

$12 

Risk 

$24 

Gretsky League 

$26 

NFL Greatest Teams 

$22 

Tom Landry Football 

$29 

Universe 1 -3 Ea 

$34 

Sargon 4 or 5 

$34 

Hardball 

$15 

NFL Roster Editor 

$20 

Tony LaRussa Basebll 

$32 

War in Middle Earth 

$15 

Scrabble 

$24 

Hardball 2 

$28 

NFL Situation Editor 

$20 

T LaRussa Stadiums 

$15 

Whales 

$34 

Scrabble Deluxe 

$34 

Hat Trick 

$21 

NFL roleague Football 

$49 

T LaR Teams1901-68 

$15 

Where Amrcas Pst CSD$37 

Scruples 

$28 

Head's Up Football 

$36 

Nicklaus Greatest 18 

$34 

TV Sports Basketball 

$12 

Where Europe CSD 

$30 

Shanghai 2 

$31 

Indianapolis 500 

$19 

Nicklaus Unlimited Golf 

$37 

TV SPorts Football 

$12 

Where USA CSD 

$30 

Solitaire Royale 

$24 

Indoor Sports 

$22 

NG Clip Art 

$17 

Weaver Baseball 1 .5 

$19 






Where World CSD $27 
Where World CSD DIx $49 
Where Time CSD $30 
Wonderland $34 

Zak McKracken w HBK $18 
Zeliard $21 

Zombie $12 


J'XENOCIDE' from 

MICRO REVELATIONS 

is a fast paced arcade 
puzzle strategy game. 
This is an all in one 
arcade game with first 
person 3D view 
simulator, profile side 
view, and top down 
view. Three moons with 
four levels each require 
fast reflexes and sound 
strategy/puzzle solving 
to obliterate the 
Xenomorphs. Good 
graphics in 256 color| 
VGA with sound board 
support. $29 


Sorry 
Spot 
Stratego 
Strip Poker 2 
Strip Poker 3 


$15 

$24 

$31 

$28 

$31 


Strip Poker Data 1-5 Ea$19 
Tetris $24 


Joe Montana Football $31 
John Elway's QB $ 9 
Jordan V Bird $18 

King's Beach Volleyball $15 
Lakers v Celtics $ 1 9 

LH 3 in 1 Football $30 
LH Boxing $30 

LH College Basketball $30 
LH Full Count Baseball $30 
LH Hockey $30 

LH Pro Basketball $30 
LH Team Disks $15 

LH League Leaders $ 1 5 
LH Utility Disks $15 

Links Golf $37 

Links Course 1 -5 Ea $17 
Low Blow $24 

IBM TRADIONTAL 
Trivial Pursuit $26 

Trump Castle $25 

Trump Castle 2 $32 

Vegas Casino 1 or 2 $ 1 0 

Vegas Gambler $28 

Video Poker $32 

Wheel of Fortune Gold $15 

Wrid Chmp Backgamn $32 



NG Course lor 2 $15 

NG Course 1&2 $19 

NG Course 3, 4, or 5 $ 1 5 

Omni Horse Racing $18 
Orel Hirshiser's Baseball$28 
Over the Net Volleyball $24 
Pete Rose Baseball $ 9 


INDIANA JONESiTHE 
FATE OF ATLANTIS' 
from LUCASFILM 
GAMES Is the fourth 
Indy Jones adventure. 
Once again it is Indy vs 
Nazis as he tries to 
uncover the secrets of 
Atlantis. Join Sophia 
Hapgood, archeologist 
psychic, to visit Iceland, 
Monte Carlo, Africa, & 
Crete. True to form 
features 200 locations, 
great animation with 
scaling, 256 color VGA, 
interactive sound, point 
& click interface. $38 

Weaver Commissioner $16 
Weaver 1988 - 1990 Ea$16 
Weaver Baseball 2.0 $32 

Weaver Commisnr 2.0 $21 
Worls Class Soccer $28 
1990 Stats/Mngr Profils $16 
Weaver 2.0 Comm Edt $59 


In'SECRET OF 
MONKEY ISLAND II' 
from LUCASFILM 
GAMES LeChucky is 
back & he is ready to 
settle the score. 
Guybrush must unite 3 
pieces of the map to 
find the treasure and rid 
himself of LeChuck. 
New locations, new 
cast of characters, plus 
special appearances of 
Governor Marley, 
Voodoo Princess, & 
Stan. With 256 color 
VGA, & sound board 
reggae tunes. $38 

Thrustmstr Wepn Cntrl $79 
Thunder Board SndBrd$99 
Thunder Board Spkrs $ 1 5 

CHIPS & BITS 

PO Box 234 
Rochester VT 05767 

802 -767 -3033 
800 -753 -4263 

GEnie keyword CHIPS 

Visa & MC accepted, CODs $5 
Personal Checks Held 4 Weeks. 
Money Orders Treated as Cash. 

Most Items Shipped Same Day. 
Shipping times not guaranteed. 

UPS Ground $4 / Order 
PO Box, APO, FPO $5 / Order 
2 Business Day Air $6 / Order 

Air Mail to Europe $12 Minimum 
Surface to Europe $7 / Order 
Air Mail to Canada $6 / Order 
HI , AK,PR Surface $7 /Order 
HI , AK,PR2Day $12 /Order 

No Returns Accepted. 
Compatibility is your problem. 
All Products Warranted by 
Manufacturer Only. 

Nothing is cast in stone. 
Everything is subject to change. 
Circle Reader Service #3 1 » 
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fittl) Annual 


A lthough the outside temperature 
was approximately 100 degrees, 
cow’s editorial department 
looked like it was under a wintry 
avalanche of styrofoam by the time ail 
the Christmas products for this survey 
were unpacked. As has been the tradition 
with the Christmas Buying Guide, most 
of the products covered should be on the 
shelves by the time this issue hits the 
stands and some will, once again, miss 
Christmas because of the unforeseen 
problems often associated with publish- 
ing computer software. Also, according 
to CGW tradition, the purpose of this ar- 
ticle is to underscore some of what we 
see as potentially exciting products for 
computer gaming Christmas presents. 
Since, of course, we have not seen ail of 
these games in their final form, mention 
in the buying guide does not equal a 
complete recommendation. It is to be 
hoped that our readers will circle the inter- 
esting titles and pass the article along to 
their personai Santa, Father Christmas, 
sugar daddy, parents, spouse or sig- 
nificant other. 
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ABC Wide World of Sports Boxing 
from Data East (IBM, $49.95) vividly 
presents the spectacle of boxing in a 
colorful combination of action sequen- 
ces, role-playing decisions and career 
management. The boxers are digitized 
representations of actual fighters and 
players can create custom fighters whom 
they manage through realistic careers 
(moving upward to their prime and on- 
ward through their decline or retirement). 
Gniike most boxing games, players have 
a reason to make money as they pur- 
chase training equipment and/or hire 
managers and trainers to improve their 
skills. 


Ancient Art of War in the Skies 
(AAWS)is the third game in 
Broderbund’s “Ancient" series (which 
seems to be getting more modern all the 
time). AAWS (IBM, $44.95) features 
World War I air combat (presented in ar- 


cade-game style) in the context of a 
major land campaign. As the player 
plans and wins aerial sorties, the lines of 
earthboLind troops move forward or back- 
ward as an indication of the effect which 
the air war is having on the ground cam- 
paign. For variety, there are several dif- 
ferent types of arcade sequences in- 
volved with different skills required for 
success. 

Conan the Cimmerian (IBM, $49.99) is 
action/adventure in the European tradi- 
tion. That is, players manipulate Robert 
E. Howard’s free-swinging mercenary 
through real-time, horizontal scrolling 
combat via joystick or keyboard. The 
twist in Virgin Games’ Conan the Cim- 
merian is that the freebooter’s attributes 
for stamina, swing (the rating for free- 
swinging default combat), thrust (special- 
ized sword combat), chop (vicious sword 
combat), defense, stealth and damage ac- 
tually improve as a result of the 
mercenary’s experience. There is even a 
role-playing command for “Bribery” that 
one would not expect to find in a pure ac- 
tion game. 

The Godfather (Amiga, IBM, $49.95) Is 
the first of two games from Cl.S. Gold 
that are to be based on the film series. 
The Godfather, which will be available at 
Christmas, seems like a typical horizontal- 
scrolling beat-’em-up and shoot-’em-up 
game. One major difference between The 
Godfather and many other games in its 
genre is that players will have to have 
the on-screen character actually “draw” 
his gun from his pocket in order to shoot 
and the computer actually, wonder of 
wonders, keeps track of ammunition ex- 
pended. The game also contains a few 
discoveries and hidden features to keep 
matters interesting. Players will try to find 
hidden doors and a variety of objects to 
enable them to move onward into other 
portions of the game. 

Hare Raising Hauoc (IBM, $49.95— 
$69.95 with sound source) from Walt 
Disney Software could feasibly be 
labeled as an interactive cartoon. Players 
solve physical logic puzzles in order to 
set up an animated sequence and speed 
Roger Rabbit on his way. The plot is 
simple. Roger is supposed to be baby-sit- 
ting Baby Herman while Mommy is 
away, but (there’s always a “but”) the 
baby sneaks out while Mommy is giving 
orders to Roger and the luckless rabbit is 
accidentally locked in the house. The ob- 
ject of the game is to get Roger out of 
each individual room of the house and 
on to rescue Baby Herman before 
Mommy gets home, the director yells 
“Cutl” and Roger finds himself in trouble. 
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Ancient Art of War in the Skies 



Hare Raising Havoc 



The Adventures of Willy Beamish 


One of the most fascinating aspects of 
the game is the fact that the player really 
feels like he/she is directing the action. 
Another is that each successful solution 
presents an entertaining animation to 
reward the player. 

Lemmings, the fascinating action/puz- 
zle game from Psygnosis (Amiga, IBM, 
$49.99), just recently shipped on the IBM 
PC. Judging from the reader response 
received after its initial Amiga release, 
this should be a very hot title for 
Christmas. As the cartoon lemmings of 
the game’s title try to migrate from one 
side of the computer screen to another, it 
becomes the player’s job to assign lem- 
mings as blockers, climbers, floaters, dig- 
gers, miners, bashers and/or bridge- 
builders in order to keep the cute little 
creatures from committing cartoon “hari- 
kari.” 


PGA Tour® Golf— Limited Edition 
(IBM, $69.95) is a special holiday pack- 
age of Electronic Arts’ PGA-licensed 
golf product. In addition to the basic 
game, the special holiday edition con- 
tains a new course disk and a videotape 
entitled “The History of the PGA Tour®.” 
Aficionados of the game point to the 
number of decision points during each 
hole and the quality opposition of the 
computer opponents (modeled after 
some of the tour’s finest professional gol- 
fers). 

Walt Disney Software’s The Rock- 
eteer (IBM, $49.95, with Sound Source, 
$69.95) continues the adventures of the 
pulp comic hero which began in the film. 
The game (described more fully in CGW 
#88 p. 56) advances the story via a 
series of action sequences connected by 
splash screens reminiscent of graphic 
novels. 

As described in CGW #88 p. 30, Wing 
Commander II (IBM, $79.95, with Voice 
Module, $99.95) is the sequel to CGWs 
1991 Game of the Year. The sequel show- 
cases many “high-end” features and adds 
much to a space battle flight simulator 
with cinematic sequences. The 
soundtrack has been enhanced, voices 
have been added (with the Voice Module 
plus a Sound Blaster card), a VCR-like 
replay feature is now included and the 
“cinematography” is much broader and 
more lively in VGA than its predecessor. 
Players will enjoy the other new high-tech 
features included in this, the latest cur- 
rent game redefining the term “gee whiz.” 
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Dynamix’s The Adventures of Willy 
Beamish (IBM, $59.95) is both a chal- 
lenging adventure game and a fascinat- 
ing entertainment (see CGW #84 p. 50 
and CGW #86 p. 10). Sometimes billed 
as an interactive cartoon, The Adven- 
tures of Willy Beamish combines tradi- 
tional animation techniques with the 
latest technological wizardry in order to 
capture the free-spirited nature of 
childhood as it struggles with the seem- 
ing oppression of adult authority. Though 
Willy has his share of tough puzzles to 
solve, the game does not have the feel of 
moving from puzzle to puzzle. Its texture 
is more like solving the puzzle so that the 
next free-running animation can unveil 
more of the comical, but stereotypically 
true-to-life, story. 


Conquest of the Longbow: The Adven- 
tures of Robin Hood (IBM, $59.95) is 
Sierra’s sequel to Conquests of 


Camelot. Although the game does not 
look anything like its predecessor, it does 
bear the type of attention to intricate 
detail that Christy Marx is known for with 
regard to the way she handles familiar 
legends. What she did for the Arthurian 
legend in the first game, she ac- 
complishes for Robin Hood by assimilat- 
ing the original ballads, original maps of 
Nottingham (circa 1 193), Druidic lore 
and the historical information concerning 
King Richard’s capture in Austria (as he 
returned from the Third Crusade) into the 
plot for the new game. In addition. 
Sierra’s new technology allows for more 
lifelike characterization (through rotoscop- 
ing live actors and re-rendering them on 
the computer), and the higher VGA defini- 
tion and expanded color palette makes 
for a more vivid presentation. Those who 
have no desire to go through the prelimi- 
nary motifs of matching quarterstaffs 
against Little John (or recruiting the 
other “merry men”) and want to get right 
to the rescues, schemes, battles, magic 
and romance should appreciate Christy’s 
approach to the game’s design. 

Indiana Jones and the Fate of Atlan- 
tis (IBM, $59.95) is the first Indiana 
Jones game from Lucasfilm that is not 
based on a feature film. It is the largest 
graphic adventure that Lucasfilm has 
yet produced, due largely to the fact that 
it is three games in one. There is no 
marketing hype whatsoever in that claim. 
Players with a bent toward action games 
will end up playing a very different style 
adventure than players who like classic 
puzzle-solving or those who try to talk 
their way out of sticky situations with a 
typical Indy-esque comment. The stand- 
ard Lucasfilm interface has metamor- 
phosed into one with an icon-based inven- 
tory and is the first Lucasfilm product to 
use rotoscoping as a technique for en- 
hancing character animation. 

Leisure Suit Larry V from Sierra (IBM, 
$59.95) was described in CGW #88 p. 

94. The latest entry in Larry’s (and 
Patti’s) quest for sophomoric sex fea- 
tures the company’s new parserless inter- 
face and enough new puzzles to keep 
traditional adventure fans entertained for 
hours. 

Accolade’s Les Manley in Lost in LA. 
(IBM, $59.95) is veteran game designer 
Steve Cartwright’s latest venture into the 
field of sensuous satire. In this elaborate- 
ly digitized presentation, Cartwright 
satirizes the entertainment capital of the 
world as he pokes fun at gossip, con- 
spiracy and mystery buffs. The plot is 
vintage murder, kidnapping and 
mayhem, but there is enough 
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The greatest hero for the Hyhorean Age was a fierce 
barharian born of the harsh northlands, 




CONAN THE CIMMERIAN 


ou have heard the tales of Conan’s adventures. Only 
now will you have the opportunity to live the life of 
this fierce barbarian from the land of Hyborea. 

Our odyssey begins with murder most foul. When 
Conan’s village is massacred by the ravening hordes of Thoth 
Amon, high priest of the vile cult of Set, Conan vows to avenge 
the death of his family and friends. 

In your search for vengeance, you as Conan, will explore 
Hyborea to seek out its hidden secrets and learn of its powers. 
Visit over 200 locations - taverns and inns, crypts and 
dungeons, temples and tombs, lavish homes and poor hovels - 
to learn the mysteries of Hyborea’s sorceries to help Conan 
overcome its man^ natural and supernatural perils. 

Only with luck, courage and constant struggle will Conan have 
the chance to force a reckoning with the powerful Thoth Amon. 


AVAILABLE FOR THE IBM AND AMIGA THIS SUMMER. 
SUGGESTED RETAIL - $49.99 
TM and © 1991 Conan Properties Inc. 

Cover illustration © 1990 Boris Vallejo. 

©1991 Virgin Games, Inc. All rights reserved. 

Virgin® is a registered trademark of Virgin Enterprises, Ltd. 
Virgin Games, Inc. 18061 Fitch Ave., Irvine, California 92714 
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n Spirit of Excalibur, the Knights of the Round Table 
fought to defend medieval Britain from the evil 
sorceress, Morgan Le Fay. Morgan, dabbling in dark 
arts beyond even her ability to control, had summoned 
a great Lord of Demons, the Shadowmaster. 

With Morgan’s death, the Shadowmaster was freed to work his 
evil will against the unprepared folk of Britain. Striking in the 
night, he imprisoned the King with a spell, stole the greatest 
treasures of the realm and kidnapped Nineve, the court 
enchantress. With the loss of the sword Excalihur and the newly 
recovered Holy Grail, Britain begins to sicken and die. The 
Shadowmaster must be stopped! 

Command knights and whatever followers they are able to 
recruit to track the Shadowmaster through hazardous, beautiful 
and mysterious medieval Spain. Explore the hundreds of villages 
and cities, fortresses and castles, dungeons and palaces and all 
the secret places where the Shadowmaster may dwell. 

Seek what aid you can as you acquire and learn the use of the 
sorceries of Moorish Spain, for only with the aid of 
enchantments and the loyalty of strong allies will you stand 
a chance of ridding the world of the demonic Shadowmaster 
once and for all. 


AVAILABLE FOR THE IBM, AMIGA, ATARI ST AND MAC THIS SUMMER. 

SUGGESTED RETAIL - $49.99 


Developed by Synergistic Software. 
© 1991 Virgin Games, Inc. 
Virgin® is a registered trademark of Virgin Enterprises, Ltd. 
Vengeance of Excalibur is a trademark of Virgin Games, Inc. 
Virgin Games. Inc. 18061 Filch Ave., Irvine. California 92714 
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space fliffht simulator to end all 


simnla^orsi 


I, SHUTTLE is the most accurate 
^nd comprehensive simulation of NASA’s 
Space Shitttle ever produced for the home 


liperous training, scientific and “Star 


Wars 


Missions 


from “novice" to “veteran 


■Jjuwijple help levels 
J i^lnous launch and landing sites 

■ Oijclie^tral quality music 

■ Fold^out Sh]attle flight deck poster 
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Indiana Jones and the Fate of Atlantis 



Les Manley in Lost in L.A. 


cheesecake and sexual innuendo to keep 
Cartwright off the Supreme Court for life. 
Add the new “point and click” interface 
in place of the awkward parser used in 
Les Manley’s initial appearance (Search 
for the King) and one has a game that 
should have (pardon the sexist pun) 
“broad” appeal. 

Martian Memorandum (IBM, $59.95) 
is the latest interactive movie from Ac- 
cess Software. A sequel to the 
company’s critically acclaimed Mean 
Streets adventure, Martian Memoran- 
dum is billed as a multimedia product be- 
cause of its use of full motion video se- 
quences and digitized speech 
(synchronized to the animation so that it 
does not look like a poorly dubbed 
foreign film). The game comes complete 
with an on-line help feature and intuitive 
interface as interplanetary detective Tex 
Murphy finds himself in the midst of 
another caper. 

LeChuck’s Reuenge: Secret of 
Monkey Island II (IBM, $59.95) is the 
first Lucasfilm graphic adventure to be 
rendered completely in marker and 
gouache prior to being scanned onto the 




How in the Universe 
is Your Kid going to 
Learn How to Spell ? 


© 


Introducing Compulearn's 
"Let's have fun with ABC's 
and Kid Scholar." 

°0 

Includes: Q 

• Digitized real human voice O 

• COVOX's patented "Speech Thing" 

amplified speaker q 


c 


(D 




3 1/2" and 51/4" diskettes 


System requirements: MS/PC DOS 2.0 or higher, 
512 Kb RAM IBM PC/XT/ AT/PS/2 and 100% 
compatibles and Tandy q 

Suggested Retail Price: $89.95 © 

Dealer distributor inquiries welcome. 

To order or for information call: 516-538-1240 


All trademarks are acknowledged owned by their respective owners 
' D&G Infosystems, Inc,, P.O, Box 4670, Hempstead, NY IISSOq 


computer. In addition to being the sequel 
to one of the most humorous (and non- 
sexist) adventures ever released on a per- 
sonal computer, LeChuck’s Reuenge of- 
fers a stunning environment to explore 
and plenty of witty repartee. 

Police Quest 3 is another new Sierra 
game (IBM, $59.95) which uses roto- 
scoped figures and a parserless interface 
to continue a successful series. Like all 
Police Quests, the latest adventure is 
built from some of the actual experiences 
of Jim Walls and some of his fellow of- 
ficers. One of the most impressive facts 
in the game is that players absolutely 
must use correct police procedures in 
order to succeed at the game. Add to 
this winning formula the improved 
graphics already mentioned and a 
soundtrack written by Miami Vice com- 
poser Jan Hammer and Police Quest 3 
seems certain to “arrest” the attention of 
experienced and novice adventure 
gamers alike. 


From Interplay Productions, 

developers of the original Bard's Tale 
series, comes the Bard's Tale Construc- 
tion Set. This creative tool allows players 
to design their own computer role-play- 
ing games using the familiar interface 
popularized by The Bard's Tale. While, in 
the past, there have been numerous con- 
struction kits for creating one’s own text 
adventures and there have even been 
wargame and arcade game construction 
sets, this is the most powerful tool yet for 
designing professional-looking CRPGs. 

Corporation (IBM, $49.99) has been 
called “Dungeon Master in space.” To 
be sure, the Virgin Games’ action/adven- 
ture offers the same first-person perspec- 
tive as the fantasy CRPG, but features 
some interesting lighting effects, robots 
that “roll” from place to place instead of 
gliding and extremely smooth animation. 
Players assume the role of an inter- 
planetary agent and attempt to stop the 
“ultimate killing machine” which the evil 
solar-system-wide “corporation” is 
reputed to be building. 

Elvira II: The Jaws of Cerberus (IBM, 
$69.95) is Accoiade’s sequel to CGWs 
Role-Playing Game of the Year. The 
familiar first-person perspective (as in 
Dungeon Master and Eye of the Be- 
holder) is present in the game, but the 
humor associated with the hostess of hor- 
ror, the sheer size of the game (4,000 
locations) and the clever magical (al- 
chemical) system blend together with an 
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The Two Towers 



Nighlhawk F-1 1 7 A 


easy-to-use interface, eerie soundtrack 
and some horrific animation to create a 
CRPG of monstrous proportion. 

Mindcraft's The Magic Candle II: The 
Four and Forty (IBM, $59.95) was 
originaiiy described in CGIV #84 p. 16. 
The product has been completeiy 
redrawn in VGA graphics since the sneak 
preview, however, and is expected to be 
ready for Christmas. Riled with mini- 
quests; an entire sub-routine for person- 
nel management of player and non- 
player characters (we call it a game 
within a game); automapping; a notepad 
feature that keeps track of clues and 
character data and a fascinating story. 
The Magic Candle II: The Four and 
Forty looks like it will offer an even 
brighter flame than its ancestor (The 
Magic Candle, CCWs Role-Playing 
Game of the Year in 1989). 

Might & Magic III: Isles of Terra (IBM, 
$69.95) features atmospheric sound 
(sound cues which offer hints on 
proximity, strength of blows, power of 
magical spells and effect of telling 
blows), exciting graphics, a user interface 
that will not cause players to go blind 


reading the numbers and even a "Help 
me, Mr. Wizard” button that allows 
players to get out of trouble whenever 
they have gotten into trouble they cannot 
handle (at the cost of a character level). 

It originally looked as if Might and 
Magic III would be the ultimate “hack 
and slash” game of the Christmas 
season, but early returns from our 
reviewers indicate that it has the best 
story and most attention to charac- 
terization yet to appear in a Might and 
Magic product. 

The Two Towers (IBM, $59.95) is the 
second release in Interplay’s The Lord 
of the Rings series of role-playing 
games. Many gamers disliked the 
“empty” feeling which the pacing of the 
first volume offered, so The Two Towers 
will feature “cliffhangers” and “cutaways” 
to give the story both a better narrative 
feel (regularly reminding the players as 
to what they are trying to accomplish in 
the game) and keeping the action 
moving. The first volume in the series of- 
fered plenty for gamers to do, but the 
time lapse between encounters was dis- 
couraging for many. Now, gamers should 


Looking for a device to give sound realism to your PC software? Look no further! 
Surround yourself with dynaniic sound. FlS's thundering across the desert skys, tanks j 
rumbling to victory and space aliens screeching with horror as their craft explodes into 
a million fragmented pieces. 

Alter the realism ot VGA comes the excitement and intensity of sound! Sound to I 
your cars and thrill your senses. SOUND STAR " is the ultimate 2()th century sound | 
device to attd new Liimensions to all yotir PC software. 
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1007o Software Compatible 

95 


AMERICAN 

PACIFIC 

CONCEPTS 


49 . 


1955 W, Texas St. 

Suite 7170 
Fairfield CA 94533 


1‘liis M."'* shippinji & luindliiijj 

1 - 800 - 235 -3 83 7 

VISA . M/C • DISCOVER . AMEX 

Mon. - Fri. 9.00am to 7:00pm PST Fax: (707) 425-6033 
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SOFTWARE CLOSEOUTS 

IBM, AMIGA, APPLE, COMMODORE 64/128, ATARI ST, MAC & MORE 


TITLE 


IBM APPLE C64 AMIGA ST 


Galactic Gladiators 

$12 

$10 




Heroes of the Lance 

$19 


$19 

$19 

$19 

Dragons of Flame 

$19 

-- 

$19 

$19 

$19 

IstOverGermany 

$19 

— 

$19 

— 

— 

Demon’sWinter 


$14 

$14 

— 

— 

Phantasielll 

$14 

$14 

$14 

$14 

— 

President Elect 

$1U 

$10 

$10 

— 

$10 

Questronll 

$16 

$16 

$15 

$15 


Red Lightning 

$19 

— 

— 

$19 

$19 

Roadwar2000 

$15 

— 

$15 

— 

— 

RoadwarEuropa 

$15 

— 

— 

$15 

— 

StarCommand 

$19 

— 

— 

$19 

$15 

StellarCrusade 

— 

— 

— 

$19 

$1b 

Wargame Construction 


— 

$17 

$22 

$1b 

Waterloo 

$22 

— 

— 

$20 

$1b 

Hilisfar 

$25 

— 

$20 

$20 

$20 

STRATEGIC STUDIES GROUP (SSG) 

American Civil War 1,2 or 3 — $17 

$17 



Fire King 

$17 

— 

$17 

— 

— 

Gold of the Americas 

$17 

— 

— 

$17 

— 

Halls of Montezuma 

$19 

$17 

$17 

— 

— 

MacArthur’s War 

— 

$17 

$17 

— 

— 

Panzer Battles 

— 

$17 

$17 

— 

— 

ReachfortheStarslll 


$19 

$19 

$19 

— 

Rommel in North Africa 

— 

$17 

$17 

— 

— 

Russia: TheGreatWar 

— 

$17 

— 

— 

— 

INFOCOM: 

Mines of Titan 

$15 

$5 




Leather Godesses 

$15 

$5 

$5 

— 

— 


MICROPROSEA PARAGON DEALS FOR IBM....S1SBach 

Airt}omeRanger,Dr.Doam'sRevenge.F-15StrjkeEagle.Gunship, 
Pirates!. Solo Flight, Savage, The Punisher, Weird Dreams, X-Men. 
ACTJyiSION SPECIALS FOR C64/1 28 , . , .SS each 
Toy Bizarre, Zenji. Mindshadow.H,E,R.O,-or-Powerdr[tt. 

F15. Hellcat Ace. SpitfireAce, Pirates!, 30 Pool, -or- SilentService 


VISA/MC ORDERS CALL TOLL-FREE 

1 - 800 - 676-6616 

Credit Card Orders Only ! ! ! ! ($25 minimum) 


COMPSULT 

P.O. BOX 5160 
SAN LUIS OBISPO 
CA 93403-5160 


TITLE 


IBM APPLE C64 


AVALON HILL: 

Beast War 
Black Thunder 

Darkhorn — 

Dr. Ruth’s Game of Good Sex — 
Dreadnoughts — 

Gryphon — 

Guderian 
Gulf Strike 

Jupiter Mission 1999 
Legionnaire 
Macbeth 
Maxwell Manor 
Mission on Thunderhead 
NBA Basketball 
Panzer Jagd 
Panzers East 
Parthian Kings 
Police Blotter 
Quest of the Space Beagle 
Ripper! 

Computer Stocks & Bonds 
Super Sunday 


— $10 — 


$10 

$10 

$10 


— $10 


— $10 


$10 


bupei 
TAG 
Telengard 
Tournament Golf 
Tsushima 
Under Fire 

Wooden Ships & Iron Men 


$10 

$12 

$12 


$12 

$12 


$10 

$12 

$19 

$10 

$12 


INFOCOM DEALS FORAPPLE II SERIES. ..$5 each 

Wishbringer.ZorkZero, Leather Godesses of Phobos, 
Shogun, Mines ofTitan, BeyondZork, Planetfail. 


SPECIAL ACTIVISION BUNDLE FOR APPLE ligs 
2 productivity packagesfor $1 0 

List Plus Database & Teleworks Plus Communications 


MORE SUPER SPECIAL DEALS!!! 

Dambusters,byAccoladeforlBM.AppleorC64/128..,.$5 
Firepower, by Microlltusionsfor IBM or C64/1 28., .$1 4.50 
Battletech.JourneyorShogun, bylnfocomforAmiga..$15 

Crossbow, by Absolute for IBM or C64/1 28 $1 4.50 

ZoetropeAnimation System, by Antiefor Amiga,. .$19,50!! 


TO ORDER: Send check or money order including shipping charges of $4 for 
U.S.A,, $8 for Canada, $12 all others. Californians must include 7.25% sales 
tax. To receive our complete catalog of over 2,000 items for all computer 
types, send $2 in cash or stamps to the above address. The catalog is FREE 
with any order. To check for an item not listed here, call (805) 544-6616. 
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Gunship 2000 


be able to discover all the role-playing 
jewels the designers intended for them. 

The final saga in SSI’s first Advanced 
Dungeons & Dragons trilogy will draw 
to a close in Pools of Darkness (IBM, 
$59.95). Scorpia describes this game on 
page 94 of this issue. 

aitinaa VII: The Black Gale (IBM, 
$79.95) breathes new life into the Ultima 
series. The fictional and philosophical un- 
derpinning of the story (coming to grips 


with authentic evil), as well as the tech- 
nological innovations inherent in the new 
system, will make this one of the most 
memorable Ultimas. See CGW #87 p. 

40 for more information. 



taiiom ^oz <Sammy 


F-1 1 7 A Nighthawk: Stealth Fighter 
2.0 (IBM, $79.95) is more than an up- 
date. Microprose’s latest flight simula- 
tion offers a new flight model, more mis- 
sions and more advanced graphics than 
its predecessor, F-19 Stealth Fighter. 

For more information, see the feature ar- 
ticle on page 46 of this issue. 


Gunship 2000 (IBM, $69.95) is another 
Microprose release which offers sig- 
nificant improvement over its predeces- 
sor. Now, computer pilots can participate 
in multiple-ship missions and more realis- 
tically prosecute the assigned combat 
missions. See the feature article on page 
34 of this issue for further information. 


As previewed in CGW #81 p. 16, Three- 
Sixty’s Megafortress (IBM, ^9.95) is a 
flight simulation with a difference. It does 


not concentrate on fancy maneuvers with 
the plane, but places crew members at 
realistic combat stations of a modified, 
ultra-high-tech B-52. Based on the Dale 
EJrown bestseller Flight of the Old Dog, 
Megafortress is a complex, detailed 
simulation that should appeal to players 
who are looking for a new challenge in 
modern air combat. 

Secret Weapons of the Luftwaffe (IBM, 
$69.95) was reviewed on page 120 of 
CGW #88. The latest product from Larry 
Holland is more of a simulation than the 
two aerial combat games which 
preceded it and the mission builder 
provides for computer game longevity by 
increasing the potential for variety accord- 
ing to the gamer’s personal taste. 



Armada 2525 (IBM, $49.95) is another 
fine entry into the strategic space con- 
quest genre of games long dominated by 
Reach for the Stars. With the support of 
a trilogy of articles in CGW (#87 p.lOO), 

(Continued on page 78) 


PLAY BY MAIL 
PRINTOUTS 
LIKE THIS 
EVERY 
TURN! 
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THE NEXT EMPIRE 

...the only game that sends you 
fabulously detailed maps like 
this one, showing your fleet's 
sensor views every turn ...along 
with clear, complete stats on 
each starship you design, build, 
and maneuver Individually using 
up to 21 different onboard 
systems. ..plus status 
reports on star- 
bases, probes and 
asteroids you 
control ! 

The Next Empire 
Is a completely 
computer-moderated 
game, over 6 years 
in the making. 

Each universe is 
a unique, complex 
gaming environ- 
ment populated with 21 alien 
players Itching to blow the hulls 
off anyone who gets In their way! 

• $20.00 for set-up, manual, universe 
map and first two turns 

• $7.50 per turn; no hidden fees or double turns 

• $5.00 for manual only (credited against set-up 
fee if you play) 

• fast game (two weeks per turn) or slow game 
(three weeks per turn) 

• clear, concise rules; our complexity comes 
from your gaming freedom 

• MasterCard or VISA also accepted 
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Recently voted HI PBM 
game in a nationwide 
piayer magazine 
survey I 


Cyborg Gaines, Inc. 

Department E2 
P.O. Box 71019 
Milwaukee, Wl 53211 
(414) 332-1966 
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GAMER’S EDGE BRANDED 
ENTERTAINING ADDICTION YETI 

Not only a danger to youth, warn official 


Government task force leaders 
blame the subscription software 
concept for causing the problem. 
“When a subscriber finishes a 
game, a new game shows up in his 
mailbox to replace it - and the new 
one is usually even better.” 

Officials can tell when 


how they hook you. Gamer’s Edge 
is really clever. It provides its 
users with high quality, enter- 
taining games month-after-month 
for under $10 


game addicts ; 
month! 


who 


Sftnnm 


can 


re. 


Unique 


and 


ave you ever felt the thrill of a 
joystick? Do chills run up your 
spine when you are challenged 
and succeed? Do graphics, sounds, and 
top-quality animation add pleasure to 
your day? 

SUBSCRIBE TO A GAME. 

Then you need Gamer’s Edge™ the 
gamer’s monthly software subscription 
from Softdisk Publishing. Just as 
you’ve mastered one game, another 
arrives in the mail, and the joy of 
gaming continues. 


le concepts ; 

challenges. 

• Free technical support. 

• No extra fees — we pay the postage. 

• All original and only available from 
Gamer’s Edge. 

• Not copy protected; make your own 
back-ups. 

• Fully documented on disk. 

• Easy to use menu system. 

WHAT THE EXPERTS SAY: 

66Every month you can count on 
receiving a great game that only you 
and other subscribers will ever get to 
play. They’ re fun, addictive and well 
done. 99 — PC Home Journal 


SHADOW KNIGHTS 




S ^ I 


^04 

PARAGON 


BUILD AN INCREDIBLE 
GAME COLLECTION. 

The first software subscription devoted 
to game enthusiasts allows you to build 
a great game collection and enhance 
your enjoyment of your computer. Best 
of all, you can do this for LESS THAN 
$10 A MONTH! 

SEND NO MONEY NOW! 

Try an issue of Gamer’s Edge RISK- 
FREE. Order Gamer’s Edge and 
review your first issue. If you are not 
satisfied for any reason, return your 
invoice marked “Cancel” and owe 
nothing. Send no money now, check 
our “Bill Me” option, or call Toll-Free 
1-800-831-2694, Ext. 3010 now! 

Here’s what you can expect from your 
Gamer’s Edge subscription: 

• Top quality games from the 
industry’s leading designers and 
animators. 

• A variety of exciting games for the 
entire family. 


FREE GAME WITH YOUR 
PAID SUBSCRIPTION! 

Your paid subscription to Gamer’s 
Edge will bring a bonus game — Keen 
Dreams. Militant vegetables enslave 
children in this arcade delight! 

1-800-831-2694,1x1.3010 

OR FAX THIS COUPON TO 318-221-8870 

Softdisk Publishing * P.O. Box 30008 * Shreveport, LA 71130-0008 



' 


YES. Enter my trial subscription to Gamer's Edge. If I like my first issue, I'll pay your ^ 
invoice and receive FREE Keen Dreams, a $14.95 value. If I m not completely satisfied for I 
any reason. I'll mark your invoice "Concel". My first issue is mine to keep FREE! 

System Requirements: IBM® compatible PC with at least 640K and EGA or VGA graphics, joystick/mouse optionol. | 

— I 
— I 


Name_ 
Address _ 
City 


State 


a 3 Months $29.95 

(Caii./Mex. $34.95, Olhsr For. S39.95I 

□ 12 Months $89.95 

|Con./Mex. $109.95, Other For.. SI29.95I 
Louisiana residents add; 4% State Sales Tax 
Make checks payable to Softdisk Publishing 

Check Disk Size: 

□ 3.5" □ 5.25" 

□ 5.25" 1.2 meg HD 

SOFTDISK PUBLISHING • P.O. Box 30008 • Shreveport, LA 71 1 30-0008 • 31 8-221 -871 8 « 


-Zip-rd 


Phone 

□ Bill Me □ Payment Enclosed (U.S. Funds Only) □ Discover □ AmEx □ VIsa/MC 

Card # Exp. Date 

Signature ^ 


1-800-831-2694 ■ 


Gomer's Edge ond ony names of programs oppeorrng on Gomer's Edge ore Irodemorks of Sofid'rsk, Inc. All other products ond service names ore trodemorks of their respective companies. 


Offer good until June 30, 1 992. Allow 4-6 weeks for delivery of first issue. 



TOP ACTION 


TOP ADVENTURE 


TOP ROLE PLAYING 


10.75 


10.25 


9.75 


9.25 


8.75 



WING 

COMMANDER 


LEMMINGS 


WINGS 


KING’S 
QUEST V 


QUEST FOR 
GLORY II 


SECRET OF 
MONKEY IS. 


ULTIMA VI 


EYE OF THE 
BEHOLDER 


ULTIMA V 


Action/Arcade (AC): 

Computer games that emphasize hand-eye 
coordination and reflexes. 


Adventure (AD): 

Games that allow you to take an alter ego through 
a storyline or series of events. 


Role-Playing Adventure (RP): 
Adventure games that are based on character 
development (usually involving attributes). 


Top Ten Games 

Came Title, Rating 
Source, Category 



Wing Commander Origin 

AC 10.50 



Railroad Tycoon 

ST 10.42 


M'prose 



Red Baron 

SI 


10.01 


Dynamix 



Warlords 

WG,ST 


9.55 


SSG 



Ultima VI 

RP 


9.43 


Origin 



Harpoon 

WG 


Three-Sixty 

9.39 



Lemmings 

AC 


Psygnosis 

9.27 



King's Quest V 

AD 9.25 


Sierra 



Eye of the Beholder 

RP 9.23 


SSI 



Command HQ Microplay 

WG,ST 9.21 


ICGW 


— 

No. Name 

1 1 Second Front 

12 Mech Warrior 

13 Wings 

14 Quest for Glory II 

1 5 Red Storm Rising 

16 Chuck Yeager’s Air Combat 
Silent Service 11 

18 The Secret of Monkey Island 

19 Battlehawks 1942 

20 Ultima V 

21 Space Quest IV 
Quest for Glory 

23 Space Quest III 
Sword of Aragon 
25 Populous 

Romance of the 3 Kingdoms 

27 Wasteland 

28 Bane of the Cosmic Forge 

29 Overrun 

30 Falcon 

31 Martian Dreams 

32 NFL Challenge 
Indianapolis 500 

34 Elvira 

35 Power Monger 
Might & Magic II 

37 The Magic Candle 
LHX Attack Chopper 
Rise of the Dragon 

40 Bard’s Tale III 

41 Bandit Kings 

42 Covert Action 

Jack Nicklaus Unlimited Golf 
44 Battles of Napoleon 
Battlechess 
46 Breach 2 
Starflight II 
Heart of China 

49 Neuromancer 

50 F-1 5 Strike Eagle II 

51 Typhoon of Steel 

Curse of the Azure Bonds 
53 Indiana Jones/Graphic Adv. 
Ballistyx 

55 Wayne Gretzky Hockey 


Source 

Category 

Rating 

SSI 

WG 

9.17 

Activision 

ST, SI 

9.16 

Cinemaware 

AC 

9.15 

Sierra 

AD,RP 

9.10 

Microprose 

SI 

9.09 

Electronic Arts 

SI 

9.08 

Microprose 

SI 

9.08 

Lucasfilm 

AD 

9.06 

Lucasfilm 

AC, SI 

9.05 

Origin 

RP 

9.01 

Sierra 

AD 

9.00 

Sierra 

RP 

9.00 

Sierra 

AD 

8.97 

SSI 

WG,ST 

8.97 

Electronic Arts 

ST 

8.96 

Koei 

ST,RP 

8.96 

Electronic Arts 

RP 

8.95 

Sir-Tech 

RP 

8.94 

SSI 

WG 

8.93 

Spectrum Holobyte 

SI 

8.90 

Origin 

XOR Corporation 

RP 

8.89 

ST 

8.87 

Electronic Arts 

SI 

8.87 

Accolade 

RP 

8.82 

Electronic Arts 

ST 

8.81 

New World 

RP 

8.81 

Mindcraft 

RP 

8.80 

Electronic Arts 

AC 

8.80 

Dynamix/Sierra 
Electronic Arts 

AD 

RP 

8.80 

8.77 

Koei 

ST,RP 

8.75 

Microprose 

AC,AD 

8.73 

Accolade 

ST 

8.73 

SSI 

WG 

8.72 

Interplay 

ST 

8.72 

Omnitrend 

ST,RP 

8.71 

Electronic Arts 

RP 

8.71 

Dynamix 

AD 

8.71 

interplay 

AD 

8.70 

Microprose 

SI 

8.69 

SSI 

WG 

8.67 

SSI 

RP 

8.67 

Lucasfilm 

AD 

8.65 

Psygnosis 

AC 

8.65 

Betnesda 

AC,ST 

8.62 


V. 


Games are often listed in more than one category. In this case, the first listed category is considered primary. In order 
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TOP SIMULATION 


TOP STRATEGY 


TOP WARGAME 



Simulation (SI): 

Games based on first-person perspectives of 
real-world environments. 


Strategy (ST): 

Games that emphasize strategic planning and 
problem-solving. 


Wargames (WG): 

Simulations of historical or futuristic warfare from 
a command perspective. 


Poll 


No. 

Name 

Source 

Category 

Rating 

56 

Action Stations 

RAW Entertainment 

WG 

8.61 


Pool of Radiance 

SSI 

RP 

8.61 

58 

King’s Quest IV 

Sierra 

AD 

8.59 

59 

Buck Rogers 

SSI 

RP 

8.57 

60 

Chessmaster 2100 

Software Toolworks 

ST 

8.56 

61 

Genghis Khan 

Koei 

ST,RP 

8.54 

62 

Future Wars 

Interplay 

AD 

8.53 

63 

Panzer Strike 

SSI 

WG 

8.51 


Champions of Krynn 

SSI 

RP 

8.51 


Leisure Suit Larry 111 

Sierra 

AD 

8.51 

67 

Sword of the Samurai 

Microprose 

ST.RP 

8.51 

Savage Empire 

Origin 

RP 

8.48 

68 

Manhunter 2 

Sierra 

AD 

8.42 

69 

Nobunaga’s Ambition 11 

Koei 

ST.RP 

8.40 

70 

TV Sports Football 

Cinemaware 

AC, ST 

8.39 

71 

Strike Fleet 

Electronic Arts 

WG 

8.37 

72 

73 

Jetfighter II 

Fire Brigade 

Velocity 

Panther 

SI 

WG 

8.35 

8.34 

74 

BattleTech II: Revenge 

Infocom 

WG.RP 

8.33 

75 

Rocket Ranger 

Cinemaware 

AC, AD 

8.32 

76 

Nobunaga’s Ambition 

Koei 

ST,RP 

8.30 

77 

Drakkhen 

Data East 

RP 

8.27 


688 Attack Sub 

Electronic Arts 

SI, ST 

8.27 

79 

Lord of the Rings 

Interplay 

RP 

8.26 

80 

Manhunter 

Sierra 

AD 

8.25 

81 

Centurion 

Electronic Arts 

ST 

8.24 

82 

Police Quest 

Sierra 

AD 

8.23 

83 

Starglider II 

Microplay 

AC,S1 

8.22 

84 

Jack Nickluas Greatest 18 

Accolade 

ST 

8.21 

86 

Three Stooges 

Cinemaware 

AC 

8.21 

Ishido 

Accolade 

ST 

8.20 


Search for the King 

Accolade 

AD 

8.20 


Leisure Suit Larry 11 

Sierra 

AD 

8.20 

89 

Flight Simulator 4.0 

Microsoft 

SI 

8.18 


Loom 

Lucasfilm 

AD 

8.18 

91 

Abrams Battle Tank 

Electronic Arts 

AC,SI 

8.16 

92 

The Colonel’s Bequest 

Sierra 

AD 

8.14 

93 

Tetris 

Spectrum Holobyte 

AC 

8.13 


BattleChess II: Chinese Chess 

Interplay 

ST 

8.13 


Full Metal Planet 

Data East 

ST 

8.13 

96 

Conquest of Camelot 

Sierra 

AD 

8.12 

97 

Secret of the Silver Blades 

SSI 

RP 

8.02 

98 

99 

Timequest 

A-lOTank Killer 

Legend 

Dynamix 

AD 

SI 

7.68 

7.34 

100 

Hard Nova 

Electronic Arts 

RP,AC 

7.20 


Hall of Fame 

The Games in CGW 's Hall of 
Fame Have Been Highly Rated 
by our Readers over Time. They 
are Worthy of Play by All. 

Bard’s Tale I 
Chessmaster 
Dungeon Master 
Earl Weaver Baseball 
Empire 

F19 Stealth Eighter 
Gettysburg 
Gunship 
Kampfgruppe 
M-1 Tank Platoon 
Mech Brigade 
Might & Magic 
M.U.L.E. 

Pirates 
SimCity 
Starflight 
Their Finest Hour 
Ultima III 
Ultima IV 
War in Russia 
Wizardry 

^ / 


to be recognized as the "Top Game" in a given category, a game must be listed as being primarily of that specific type. 
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9Nn 

Prob Hit: 3n 


Quantum Quality Productions. Inc. 


This game is based on a twelve year old 
tournament series and Includes a highly 
refined yet simple playing system. 

* Gorgeous playing field and landscapes. 

* Clean and simple Interface. 

* Two difficulty levels. 


• You control every move and fire of your forces. “Th* Perfect General” computer game is 

• Superior artificial intelligence. IBM PC and Amiga compatible. It can be 

• One or two players, human or computer, plus obtained through your favorite retailer or 

play by modem. ordered direct by calling: 

• A wide range of Intriguing scenarios. 1«908-788-2799. 

• The thrill and sounds of artillery, tanks and « iMiooPaiidwhHtwi>iiPradueiiom.AiiriflhurtMm<i. 

infsntry In sctlon. IBM li • tradgmarli of Inlomatlonat ButIntM Machintt. 

' l> > A ■ ■- ..I 




Quantum Quality Productions, Inc. 


ittltkir 




You’re an admiral who was dismissed from 
the service and exiled from your homeland 
on trumped-up charges. You’re given an- 
other chance by an old friend who’s the 
head-of-state of a world power. 

Can you meet the challenge and regain your 
admiral’s rank? 


• 9 superb scenarios. 

• 1 random map scenario, with virtually millions of 
maps. 

• 15 campaign games. 

• Flagships with special abilities (In campaigns only). 

• The challenge of a very strong artificial intelligence. 

• An in depth officer’s ranking system. 

• A thorough history of your combat endeavors. 

• Play either side against another human or a computer. 


“The Lost Admiral” computer game 
is IBM PC compatible. It can be ob- 
tained through your favorite retailer 
or order^ direct by calling: 
1 - 908 - 788 - 2799 . 

9 1991 OOP Productions. All rights reserved. 
IBM is a trademark of International Business Machines. 
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Cl)ri£(tma£( Puptns 
<§utiie 

(Continued from page 72) 



NFL Pro Football 

Armada puts a special emphasis on tech- 
nology and R&D in addition to empire- 
building. For 0-6 players (with multiple 
humans playing at the same machine 
only), Interstel’s latest features clean 


mechanics and an elegant playing struc- 
ture well supported by a diversity of 
strategic elements to be mastered. 

Interplay's first expansion disk for 
Castles, Castles Campaign Disk ffl 
(IBM, $29.95) features several welcome 
changes. The economics are more 
sophisticated, in that players must 
choose which commodities to invest in 
and the seasons have an even more 
devastating effect upon one’s serfs and 
lords than they did in the original game. 
For the first time, female monarchs can 
have an image of themselves that is not 
male and there are even more 
dialogues/situations to which the player’s 
monarch can react. 

Six thousand years of history is 
fashioned into an absorbing exercise in 
game play when veteran game designer 
Sid Meier publishes Civilization (IBM, 
$69.95) under the Microprose label. 
Civilization, as previewed on page 86 of 
this issue, is a clear successor to Sid’s 
earlier hit Railroad Tycoon. It has a “god 
game” feel to it, since one raises one’s 
tribe of people through city building, tech- 
nological development (from the wheel 


to superconducters), diplomacy, trade, 
revolutions and war. Anyone who took to 
trains because of Railroad Tycoon is 
sure to “dig” history while playing 
Civilization. 

Perhaps one could call the next game 
“QQP at sea,” but its actual name is The 
Lost Admiral (IBM, $59.95). As 
previewed last issue, this naval strategy 
game is very like the classic Empire in 
feel and addictiveness. With set 
scenarios, campaign games and random 
map features, Lost Admiral really shines 
with its computer opponent’s playing 
ability. Players will have their hands more 
than full at levels three and four of the 
eleven levels of computer competence. 
This product has an elegant system 
placed in a compelling game which is 
well worth a few salvoes. 

NFL Football is a brilliantly executed 
football strategy game from Micro 
Sports (IBM, $79.95). The game is so in- 
credibly detailed that one can get a play- 
by-play printout which names the ball car- 
riers, tacklers or would-be receivers and 
delineates the result. The game is a 
dream for computer coaches and statis- 


WE SPECIALIZE IN NEW 
RELEASES! 


MS-DOS 

Armada 2525 $36.95 

Avenger Aid $36.95 

Bards Tale Const. Set $33.95 

Battlefield 2000 $36.95 

Bo Jackson BB $31 .95 

Castles $36.95 

Castle of Dr, Brain $31.95 

Civilization $41.95 

Conan $31.95 

Conquest of the Longbow $36.95 

Conspiracy $34.95 

Cybergenic Time Gate $31 .95 

Disney Animation Studio $79.95 

Dragons Lair Escape $36.95 

Earl Weaver II $36.95 

Elvira II $36.95 

Eye of the Beholder II $42.95 

Falcon 3.0 $42.95 

F117ANighthawkVGA $47.95 

Gunship 2000 VGA $41.95 

Hare Raising Havoc $31.95 

Hoyles Book of Games III $31.95 

Leisure Suit Larry V $36.95 

Les Manley Lost In L.A $36.95 

Magic Candle II $39.95 

Martian Memorandum $36.95 

Might S Magic III $41.95 


Riders of Rohan $31 .95 

Rocketeer $31.95 

Secret of the Luftwaffe $42.95 

Sec. of Monkey Island II $41.95 

Spellcasting 201 $36.95 

Star Trek 25th Anniv $36.95 

Strike Commander $47.95 

TMNT $31.95 

Tom Landry FB $31.95 

Twilight 2000 $36.95 

Ultma VII $47.95 

Willie Beamish $36.95 


Soundblaster $129.95 

Soundblaster Gold $157.95 

Soundblaster Pro $199.95 


CALL TO CHECK OUT 
OUR LOW PRICES ON 
GENESIS GAMES! 


Prices Subject to Change 

P.O. Box 15371 
Evansville, IN 47716 

For Orders Only 
1-800-441-2984 

For Price Availability 



^deo 

^ame 


eadquarters 


1-812-479-0001 
We take MC/VISA 
UPS Add $3.50 * COD Add $4.50 

FOR SOFTWARE 
INDIANA RESIDENTS 
ADD 5% SALES TAX 


Video Game Headquarters does not guarantee compatability with any system. No refunds. Ex- 
changes only for unopened software on in-stock nnerchandise. Everything is subject to change. 
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>APER MAYHEM 

I “The Informative Magazine’ 

Having a hard time getting enough players together for your favorite role I 
I playing or boardgame? Eliminate this problem by joining the world of play- 
I by-mail gaming. 

Subscribe to PAPER MAYHEM and discover the I 
world of play-by-mail (PBM) gaming. Virtually every I 
facet of PBM gaming is covered by PAPER MAYHEM. I 
Fantasy, science fiction, historical and sports. Each | 
bimonthly issue brings you the latest on PBM games. 

PAPER MAYHEM has been publishing news about j 
PBM games and companies since 1983. We have im- 
proved and expanded to keep up with this ever I 
popular activity of PBM gaming. 

So why delay and miss out on all the fun? Read I 
PAPER MAYHEM and take advantage of PBM | 
gaming. 

SEND SUBSCRIPTIONS TO: PAPER MAYHEM 
(Dept CG) 

1518 Adams St., 

Ottawa. !L 61350-4770 

I U.S. SUBSCRIPTIONS: 1 year $24.00 2 years $42.00 Sample $5.00 

FOREIGN SUBSCRIPTIONS: 1 year to Canada $31 00. 1 year to Europe $51 00, 1 year to Australia $57 00 | 
Alt subscriptions to PAPER MAYHEM are to be paid in US funds and drawn from US banks Foreign subscnp- 
tions are asked to use International Money Orders in US funds. 
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Playmaker Football 



Battle Isle 


tics freaks. For those who want to play in 
a computer league, but cannot get 
together with enough football fans to 
keep one going, the game even offers a 
modem feature that is supported on the 
USA Today Sports Network on-line ser- 
vice. 

Those who wish to have football 
strategy without being tied to NFL statis- 
tics will want to check out Playmaker 
Football from Broderbund (IBM, Macin- 
tosh, $49.95). The game allows would-be 
coaches to build teams and playbooks 
from the ground up, using dozens of 
statistics and one of the most advanced 
Al systems we have ever seen imple- 
mented in a computer strategy game. 

The animation is extremely smooth, as 
well, and the program even allows those 
who want to try their hand at influencing 
the on-field action to intervene via a deus 
ex (mouse)lna. 

Romance of the Three Kingdoms II is 
an update of Koei’s award-winning 



Patton Strikes Back 


strategy game {CGWs Strategy Game of 
the Year in 1989) on ancient China. Al- 
though gamers who like fast-paced ac- 
tion may not like it, the necessities of 
building one’s economic base, engaging 
in diplomatic posturing (marriages and 
treaties in particular), rewarding one’s 
subordinate leaders, spying on neighbor- 
ing provinces and resolving battles by 
means of simple, boardgame-style 
hexagon-map conquest offer plenty of 
satisfaction for careful, dedicated strategy 
gamers. The new version offers improved 
graphics, AdLib sound support, tougher 
artificial opponents and the potential for 
“magic” through the random discovery 
of mystic artifacts. 

Tony La Russa Ultimate Baseball 
($59.95) from Strategic Simulations, 
Inc. may well be the heir apparent to the 
best all-around computer baseball game. 
It offers plenty of statistical features. Im- 
pressive graphics, and some refinements 
to traditional arcade play. See the feature 
article in CGW #88 p. 104 for more 
details. 

Spectrum HoloByte’s Wordtris (IBM, 
$44.95; see the article on page 102 of 
this issue for more 
details) combines 
the intensity of 
the best-selling ac- 
tion game Tetris 
with the mental 
agility required to 
solve crosswords, 
score well at 
Scrabble and use 
letters multiple 
times in Upwords. 


Finally, a strategic Napoleonic war- 
game is coming out for the personal com- 
puter. Oddly, though, it’s not an 
American design or even a European 
one. L’Empereur (IBM, $59.95) has that 
hint of samurai flavor found in all of 
Koei’s strategy and wargames. Using a 
point-to-point movement system (instead 
of their tried-and-true area movement sys- 
tem), the leaders, production and com- 
bat all have the same feel as other 
games from this publisher. More exhaus- 
tive trade and diplomacy rules open up 
new possibilities and, while the history 
section in the documentation is a far cry 
from Chandler, at least such noteworthy 
personalities as Fouche are included in 
the game. 

Rightly billed as “the wargame for the 
rest of us,” Patton Strikes Back (IBM, 
Macintosh $59.95) from Broderbund 
takes players to The Battle of the Bulge 
during the winter of 1944. Using a simple 
point, click and play interface, units are 
maneuvered over the particularly attrac- 
tive map as graphic icons. The icon- 
based troop disposition is as easy to inter- 
pret as the game is engaging. The 
game’s simple rules are clearly explained 


SKI -UIiATOR 

TM 

DOWNHILL SKI RACING SIMULATOR 




Battle Isle 
(Amiga, IBM, 
$49.95) is 
Ubisoft’s answer 
to a gamer’s 
desire for a “beer 
and pretzels” war- 
game. The game 
is described on 
page 84 of this 
issue and is one 
of the few 
releases to be pub- 
lished initially for 
the Amiga during 
the current 
holiday season. 


REALISTIC: CONTROL SKIER TURNS AND TUCK 

3D ACTION: SPEEDS OVER 80 MPH - JUMPS OVER 100’ 
SPECTACULAR CRASHES 

RACE: WORLD ALPINE SKI CHAMPIONSHIP COURSES 

<^VaiLand BEAVER CREEK 

•n*glil*r*d TrtMmtrtio* Vail Amoc Inc 

HIGH RESOLUTION - 16 COLOR - EGA GRAPHICS 
COMPETITION FOR ANY NUMBER OF PLAYERS 

For IBM Compatibles, (8086,80286,80386), 8MHz recommended 
512K, EGA, CGA MCGA Graphics 
(C) Copyright 1990, Eagle Graphics Company, Eagle, Colorado 


Send check for $39.95 plus $3 postage and handling and indicate disk size to: 

EAGLE GRAPHICS COMPANY 
P.O. BOX 2435, ELLICOTT CITY, MD 21041 
To Charge on VISA or MC call 1-800-253-8712 
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A panoramic first-person view awaits your return to town. 



Realistic 3-D dungeon mazes challenge your skill. Vast hordes of hideous creatures lurk in the darkness. 


Therels nothing II 
to put the real ¥fo 


Shining in the Darkness™ from Sega™ 
Genesis™ is a role-playing challenge so real, you 
don’t just play it— you live it. This 8-meg game 
with battery back-up uses 16-bit Genesis 
graphics to give you a true first-person perspec- 
tive. So you’ll battle your way to victory from 
the most dramatic position of all: the hero’s 
point of view. 


Feel the stone walls close in as you race 
through the corridors of realistic 3-D dungeon 
mazes. Danger lurks behind each corner in 
your quest to pass the tests of the Ancients and 
become a shining knight. Lightning-fast scroll- 
ing action whisks you from battle to battle for 
non-stop action. 

Will your skill and cunning prevail over 


Shining in the Darkness is a trademark of SEGA of America, Inc. SEGA and Genesis are trademarks of SEGA Enterprises Ltd. © 1991 SEGA, Inc., 130 Shoreline Drive, Redwood City, CA 94065. 







be a good fantasy 
rid in perspecfiveb 


lethal cave slugs, slime monsters, ghouls, and 
other adversaries too hideous to imagine? Can 
you capture the powerful Arms of Light and 
vanquish the forces of Dark Sol to free the 
enchanted Kingdom of Thomwood? 

You’ll find the help you need in 
town, where purveyors of 
weapons, armor, and friendly 


advice await your return from battle in a pan- 
oramic setting. But once you head back into the 
Labyrinth, you’re on your own. 

So prepare for a challenge so real, it’ll test 
your courage, your skill, and a whole lot more. 
You’re looking at a brilliant new path 
to glory— and it’s Shining in 
the Darkness. 



Leading the 16-bit revolutioa 
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The Perfect General 



F-22 Interceptor 


and one can even access “mini movies” 
(that teach the history of the battle) 
during the course of play. Patton Strikes 
Back is not only an enjoyable battle of 
wits, but also a fascinating lesson in his- 
tory from award-winning game designer 
Chris Crawford. 

The Perfect General from QQP (IBM, 
$59.95) is a classic hex boardgame, 
translated and enhanced for computer 
play. An abstract tactical WWiI game of 
tanks, infantry, artillery, etc., the players 
maneuver around pleasing VGA maps 
through a variety of very challenging and 
well tested scenarios. With full modem 
capabilities and sound support. The Per- 
fect General is a cozy, comfortable war- 
game with enough splash and panache 
to turn initial interest into years of replay 
value. 

V Is For Victory: Battle Set #1: Utah 
Beach is the first in a series of wargames 
to be released by Three-Sixty Pacific 
on the Macintosh format ($59.95). This 
series of computer wargames really 
builds off of the 30+ years of board war- 
gaming history and synthesizes the best 
of classic board wargames with state-of- 


the-art computer wargaming features in- 
cluding a look and feel for the map and 
units that could please even the most 
jaded wargaming palette. If there is 
paper wargamer on your Christmas list 
who has always “pooh-poohed” com- 
puter wargames, this one should change 
his or her mind. 

SSI (IBM, Amiga $59.95) has just un- 
veiled the sequel to perhaps the most 
“diehard” wargame ever programmed for 
personal computers. Second Front. 
Western Front, from designer Gary 
Grigsby, takes the players through WWII 
from Berlin to Bordeaux and London to 
Naples through the last year of the war. 
Hitler’s “Festung Europa” is much easier 
to assault thanks to the new mouse inter- 
face and the increased levels of player 
control for production and aerial cam- 
paigns. Not for the casual wargamer. 
Western Front is a must for serious stu- 
dents of military history. 



F-22 Interceptor from Electronic Arts 
(Sega Genesis, $49.95) proves that the 


llllllJf COMMAND 



Play-By-Mail 

with 

20 people 
per game! 


fV/7at/s th/s game ahoi/t? 

-ct It’s leading your own Major Power Nation 
on a present day planet with 1 20 nations . . . 

■cr It’s Dynamic World Economics . . . 

-O’ It’s Espionage and Diplomacy . . . 

-o It’s Anti-/Missile/T acforce Combat . . . 

•ct It’s Warfare of one kind or the OTHE/?/ 

Rules alone $ 4.00 New Player Pack (rules +2 turns) $ 9.00 

Per Turn $ 4.55 Expect 2 weeks between turns (US Mail) 

Mail your check or write for more details to: 


loner 'Piroeosioo Gatoes 
51 Henry W Dubois Drive 
Mew ?altz, mV 12501 





Phone (914) 255-7028 CompuServe 72600,743 Prodigy MJXW95A 
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HARDWARE SOFTWARE 


X 


Shipping charges on software 
are $1 for UPS Ground, and $5 
for UPS 2nd Day, continental 
USA. 


Prices Subject to Change 


JCL SERVICES, INC. 


VOICE: 714-680-3420 
PRODIGY: JTHKOOA 


1609 MARIPOSA COMPUSERVE: 71361, 1005 

FULLERTON, CA 92633 FAX: 714-680-3317 
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John Madden Football 



Mike Dilka Ultimate Football (PC) 


game until a receiver is located (and 
then pass the ball). Thus far, it is the 
easiest football game in which to com- 
plete a long pass. In addition, the game 
features an interface for kicking and punt- 
ing that will remind players of Jack Nick- 
laus Ultimate Go//' and require just as 
much skill. 

NHL Hockey (Sega Genesis) was 
covered in CCW #86 p. 102 and was the 
first sports game on a dedicated game 
machine platform that CGWs staff 
thought should be converted to a multi- 
purpose computer. The only things this 
great statistics-based action game is miss- 
ing are the ability to have league play, 
customize teams and print out statistics. 

Phantasy Star III: Generations of 
Doom (Sega Genesis, $79.95) is one of 
the reasons that CRPGers are beginning 
to purchase the Genesis. Sega's popu- 
lar role-playing adventures offer plot and 
discovery as well as “hack and slash.” 

The game features more “action” feel 
than most diehard computer gamers will 
want, but has more depth than many 
traditional computer games with weak 
plots and limited role-playing elements. 


Toejam & Eari is another Sega title 
(Sega Genesis, $59.95). While it is not 
the standard CGW gamer’s fare, it is a 
wild and whimsical game that is more in- 
novative than plenty of the traditional 
computer games that we examine in the 
course of a year. By veteran computer 
game designer Greg Johnson {Starflight 
and Caveman Ugh-lympics), the game 
features action, exploration, discovery 
and a modicum of strategy. While it is 
not the most cerebral of games covered 
in the survey, it is certainly one that is 
very entertaining. 


Szit&T ^~Wa6c(i Out 


So, those who call themselves com- 
puter gamers had better watch out and 
better not pout, because the software pub- 
lisher “Santa”s are coming to town with 
an even larger assortment of Christmas 
toys for all of us “good” (well, maybe, 
not quite so good) “little” (well, maybe 
not so little) “girls and boys” (after all, 
we’re all “children” at heart during the 
holidays), ccw 


new generation of game machine is 
equipped to handle a true simulation with 
polygon-filled graphics. The game simu- 
lates aerial combat action for the Ad- 
vanced Tactical Fighter design which 
was not accepted, as well as offering mis- 
sions with a production model F/A-18 
Hornet. F-22 Interceptor is a big game 
that features plenty of value. 

John Madden Footbali (Super Ninten- 
do, no price set by Nintendo as of this 
printing; Sega, $49.95) is another 
Electronic Arts sports game that has 
made the successful transition from disk- 
based computer platform to dedicated 
game machine. The interface is simpler 
than the original computer-based com- 
mand structure and the action flows 
more smoothly as a result. The anima- 
tion is considerably better than the 
original Apple version and it still offers 
excellent options for strategy players. 

Mike Ditka Uitimate Footbaii (Sega 
Genesis, $49.95, lB/4, $54.95) is 
Accolade’s answer to other action-based 
football games. The interface is reminis- 
cent of other games, but the game fea- 
tures the digitized voice of veteran 
referee Jim Tunney (familiar to all 
television sports viewers) and a passing 
mode that enables players to “freeze” the 


Tired of Fake Looking 
Drawn Graphics? 

THEN TAKE A LOOK AT THESE GRAPHICS... 



r-or MS DOS w/W40k (BMS Memniy oftioflul). 
llaid dnve ivquiiwl Siippnrtt cnlnr 
VGAjtnd 16 color VOA/P.OA firafihica cairfH 


SPACE WARS 

Can you survive? 


Adlib or SnundBhiiter sound cnids aw 
ipqtiiivd fnrlhedifiilirpd irFoch and sound 
efTects }oys(icki and/or mouse optional. 


SPACE WARS is outer space combat action at its best. One or two-players fight it out for a sector of space. SPACE 
WARS follows in the tiacTition of classics like Asteroids (TM Atari) and features real digitized models of space fighters 
and has incredible digitized sounds to enhance the heart-stopping action that surrounds you. Play alone or combat 
another armchair starfighter in some of the most exciting and dangerous sectors of deep space.... Players have a choice 
of 6 unique ships and four dangerous space sectors. 


ASK FOR OUR GAMES IN YOUR FAVORITE RETAIL STORE, OR CALL TOLL FREE AT : 



(800) 484-4086 e>ct 5293 

WAIT FOR THE TOME, THEM TYPE IN THE EXT # 


P.O.BOX 367 

N.EA.STHAM.MA.SS 02651 USA 
TELEPHONE : (508 ) 240-2317 


Have a great program or idea you 've been trying to sell? Call us. We will listen !!! 
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An Ocean, an Island and a War 



I n the minds of strategy gamers, some- 
where between their imaginary 
favorites Continents of Conquest and 
Sea-periority wouid come a iand of war 
and maneuver: a piace iike Battle Isle. 
The goal of Battle Isle is standard 
military fare— either to eiiminate ail of the 
opposing player’s fighting units or to cap- 
ture his headquarters. The combatants 
may be either two piayers against each 
other or one player against the com- 
puter. The setting is one of a series of in- 
creasingly complex islands through 
which a piayer progresses each time a 
victory is scored. The islands range in 
size, beginning with one so minute that it 
might have once beionged to the 
celebrated Gilligan and continuing up 
toward one which most resembies 
Europe. The victory occurs when a 
player is given a positive enough perfor- 
mance rating to earn a password to the 
next scenario (island). The lines are 
drawn and the battie begins.... 

Hardware Wars 

Battle Isle contains a huge variety of 
automated combat vehicles which range 
in size from a simpie tank to a 
monstrous floating fortress. These 
machines are scattered throughout the 
playing area as the scenario opens, with 
the greatest concentration near each 
side’s headquarters. Major roadways iead- 
ing toward that buiiding are aiso weii- 
protected, aithough non-paved terrain 
causes no probiem for most of the iand 
vehicles. In the more advanced 
scenarios, fiotiilas of aii sizes punctuate 
the waterways and groups of aircraft also 
stand ready for takeoff. There is apparent- 
iy no way for the piayer to initiaily posi- 
tion these units himself; thus, customiz- 
ing the scenario does not appear to be 
an option. Mot ail types of weaponry. 
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buildings or features are avaiiabie on 
every isiand, either, adding a bit mystery 
to the game. 

In addition to one’s headquarters, 
various depots and factories aiso occupy 
the island. Only factories are abie to 
produce new combatants, whiie other 
buiidings are used to store and repair ex- 
isting units. Depots may be built by a spe- 
cial non<ombatant vehicle known as Mer- 
lin. The energy required to accomplish 
all these tasks is provided by a natural 
element called alindium, which is found 
in outcroppings scattered over the ter- 
rain. The stuff is brought into head- 
quarters by a transport vehicle called a 
Provider, which is also capable of some 
limited combat. Buildings, including head- 
quarters, may only be captured by the 
game’s one humanoid participant, a 
robot “Demon.” When this happens, a 
clever piece of animation depicts the 
robot breaking in the front door. Demons 
may also hitch a ride in the Provider 
alongside the alindium. 

Heavy Metal Inventory 

Several tanks are available, the lightest 
being the FAV (Fast Attack Vehicle) 
Buster, which is most effective from a dis- 
tance. Scorpion, Gladiator and Crusader 
are increasingly heavy tanks, each built 
for nastier battles (although the latter suf- 
fers from reduced mobility). Three 
mobile artillery units, Angel, Blitz and 
Sphinx, provide protection at varying dis- 
tances and generally require some time 
before they can be put into operation. 

Mosquito is Battle Isle’s only air-to-air 
fighter and is particularly vulnerable from 
ground attack. Against ground targets, 
the Raven is used, whose cannon, mis- 
siles and bombs can blast open armor 
like an airborne can opener. Giant is the 


airborne transport vehicle, which can 
carry up to seven of even the largest 
tanks. This monstrous flying luggage- 
rack is also capable of taking off and 
landing without the use of an airstripl 
The game’s only helicopter is Rrebird, 
which is armed with cannon fire, air-to-sur- 
face missiles and FFARs (Folding-Rn 
Aerial Rockets). It’s less maneuverable 
than the Mosquito but is also better 
protected. 

Fleets o’ Strength 

In the water, the hovercraft Invader is 
used to initiate ground assaults. The Buc- 
caneer is a mine-sweeping boat which is 
also capable of deploying the explosive 
devices, including those which are former 
possessions of the enemy. The mines, or 
Bricks, can be used to block port entran- 
ces in a short time. Bricks are also found 
blocking access routes on land. 

Also on the water is the very fast and 
veiy accurate Marauder hydrofoil, the 
heavily armored Amazon transport boat 
and the completely invisible, torpedo-car- 
rying Barracuda. Adding strength to the 
fleet is the Pegasus, an aircraft carrier 
which is capable of transporting and 
repairing up to seven aircraft at one time. 
Easily the most intimidating force in the 
water, however, is the Fortress. This 
giant platform is not only capable of 
destroying anything within a wide range 
with frighteningly little effort, but it is also 
self-repairing and probably carries a 6- 
century/50,000-world warranty 
(whichever disappears into eternity first). 

Map Relief 

Battle Isle unfolds on a highly detailed 
relief map that depicts the topography in 
keen, almost three-dimensional detail. A 
sharp-witted ballistics decorator, in an- 
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ticipation of the mayhem destined to 
take place there, has carved the tradition- 
al wargaming hexagonal pattern directly 
into this realistic landscape. The many 
types of combat vehicles, ships and 
aircraft are unique in appearance and 
highly stylized. 

The screen is divided into two halves, 
each of which is under the control of one 
player. Using the joystick, each player 
may scroll his half of the screen to 
whichever portion of the island he is inter- 
ested in observing or to which he is 
giving orders. Unfortunately, any “secret” 
information will not remain so for the 
player who simply watches his 
opponent’s side of the screen. 

The Look and Feel of 
Mayhem 

Players input their orders simultaneous- 
ly. While one player gives instructions for 
movement, the other gives orders to at- 
tack. When, by mutual consent, the last 
order has been entered, a tap of the 
space bar ends the turn. At turn’s end, 
one half of the screen displays each pair 
of enemies which have been ordered into 


combat. The other half of the screen 
shows an animated sequence in which 
the opposing forces roll into formation 
and fire away at each other. The number 
of vehicles (or the lack thereof) which ap- 
pear during this animation reflects how 
much damage each unit has accumu- 
lated. The results of this combat are, for 
the most part, consistent from trial to 
trial, although some small variation in the 
number of vehicles left standing does 
occur. 

All orders are given using the joystick. 
Pressing the fire button gives the player 
access to a number of specialized icons. 
During both attack and movement 
phases, selecting one of these icons 
causes all hexagons that represent valid 
targets of a particular unit to become 
highlighted until the player makes his 
selection. Another icon will cause the 
player’s screen to zoom out over the en- 
tire playing area and display all units 
which have not yet received orders. 
Similarly, players may instantly receive in- 
formation about their own or an enemy 
unit, as well as the occupants of carriers 
and buildings. 


My Kingdom for a Mouse 

Inexplicably, Ubiaoft will not support a 
mouse interface in Battle Isle. This is 
odd in that not only is the mouse a 
much less clumsy tool than a joystick for 
selecting icons and indicating choices on 
a map, but it is also by far the most 
popular input device for the Amiga, the 
initial computer for which Battle Isle is 
being written. Without the use of their 
favorite rodent, many players of both the 
IBM and Amiga versions may be unhap- 
py with the game. 

Battle Isle’s greatest appeals, however, 
include its vivid graphic display and, 
once one gets over the casualty of the 
mouse, its easy, rapid-fire input of com- 
mands. For relatively uncomplicated war, 
strategy and devastation, it may turn out 
to be a very attractive package. Perhaps 
not hard enough for “hardcore war- 
gamers” due to its abstractions and joys- 
tick interface, but certainly entertaining 
to more relaxed strategy gamers who en- 
joyed Herzog Zwei or The Lost Admiral 
and, as a result, might want to open a 
bag of chips and a soda, then head for 
the bunker, cow 
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Making the Best of All Possible Worlds 

A Preview of Sid Meier’s Civilization 

by Alan Emrich 


W hile Rome wasn’t built in a day, 
the deciine and fail of the 
Roman Empire only takes a 
good day’s worth of play in this iatest of- 
fering from Microprose. As an evoiution- 
ary step from Railroad Tycoon, Sid 
Meier’s new game progresses from his fer- 
tiie mind to the “fertiie crescent” in 
Ciuilization, another one of those “com- 
pulsive-addictive” games that one can 
easily stay up until 4:00 AM playing and 
ends up thinking about constantly when 
not playing. 

Sid Earth 

In the beginning, Sid Meier (with Bruce 
Sheliey) creates the Earth. Right away, 
piayers are thrown into the game with its 
opening menus. Players can play on the 
actual Earth, a randomly generated 
planet with Earth’s “specs," or set their 
own parameters for a habitable word or- 
biting an G-type star. These “custom” 
planets are particularly enjoyable, for 
while every planet is the same size (in 
terms of the number of m&p squares 
horizontally and vertically), the amount 
which is land versus ocean can be ad- 
justed, as can the overall climate, 
temperature and the planet’s age. (The 
younger the planet, the more dense its 
terrain features will be— i.e., large jungles 
or deserts as opposed to nearby diverse 
terrain in surrounding areas.) 

The computer spends a bit of time 
generating the world and filling it with 
various logical and aesthetically pleasing 
terrain designs. There are a dozen dif- 
ferent terrain types with “special 
resource” squares sprinkled throughout 
the board (oil, gold, gems, coal, gold, 
fish, game, etc.). The purpose of terrain 
is to allow players to find suitable city 
sites, build cities there and exploit the 
land. Naturally, cities founded near fertile 
rivers and grasslands will fare better in 
terms of growth than those on arctic and 
tundra squares, but cities on hills and 
mountains make excellent defensive 
strongholds despite their “slow growth” 
terrain. 

Sid City 

The game begins with each “player” (al- 
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though, as in Railroad Tycoon, there 
can be only one human player who must 
compete against from 2-6 other com- 
puter players) having a single caravan of 
settlers roaming the land in search of a 
suitable city site. Once a city is founded, 
urban management quickly becomes the 
“game within the game” in Civilization. 
The player must allot the city’s available 
labor to work the nearby land by irrigat- 
ing, mining and building roads, or pull 
them off the land to create a class of 
“elite” citizenry within the city itself. 

As the land is worked, food (symbol- 
ized by wheat stalks), resources (or 
“shields”) and trade (“arrows”) are 
produced. Optimally, food is produced in 
surplus to the city’s basic consumption 
need, with the excess stored in the city’s 
“food box.” When filled, this box is 
emptied and the city grows by another 
point. With each increase in population, 
the amount of food required to fill the 
food box increases, and by discovering 


pottery (and building a granary), the 
food box is only half emptied each time 
the population increases. 

Resources (symbolized by shields) 
equal a city’s production output. In order 
to “buy” a city improvement (such as a 
temple, military unit or even a wonder of 
the world), a commitment must be made 
in resources. The city’s resource box con- 
tinues to fill until the unit is actually pur- 
chased. Spending money can hasten the 
purchase of items, but since for each 
shield still required to build an item two 
coins must be spent, the savings in time 
could ruin one’s economy if this form of 
“emergency production” is used too 
often. 

The trade units generated by a city’s 
roads and waterways actually become 
one of three things, as determined by the 
player. Each trade unit either converts to 
a "coin” (i.e., money, based on the 
player’s tax rate), a “diamond” (i.e., a 
luxury item required to keep citizens con- 
tent, based on the player’s luxury rate) or 
a “light bulb” (i.e., a unit of research 
towards the next technology advance 
based on whatever trade is not con- 
sumed by either taxes or the production 
of luxury items). Since money is required 
on a per turn basis in order to maintain 
one’s city improvements, and luxury 
items, in turn, keep the urban populace 
from revolt, it is often difficult to balance 
a society’s need for long term R&D 
(“light bulbs”) against urgent, turn-by- 
turn social demands. To make matters 
worse, depending on one’s current type 
of government (despotism, monarchy, 
republic, etc.), a certain amount of trade 
units are lost to “corruption,” depending 
on the city’s distance from the player’s 
capital (palace). 

Citizens not working the land to 
produce the food, resources and trade re- 
quired for prosperity can become “elite 
citizens.” These “Ubervolk” come in three 
flavors; the taxman (who creates addition- 
al coins from the city each turn), Einstein 
(who produces additional light bulbs 
each turn) and the ever popular Elvis 
(who will constantly be putting down 
revolts by creating the luxuries required 
to alleviate discontent among the urban 
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MONSTERS 


OF GOTHIC HORROR 

CRAWLED THROUGH THE PORTAL. 
THE NIGHTMARE HAD BEGUN’.' 
PRESENTING ELVIRA II: THE JAWS 
OF CERBERUSr 


QUEST OF EPIC 

PROPORTIONS, y . ^ 

FORCE HAS PENE- I 

TRATEDOUR UNIVERSE J |' 

AND ABDUCTED ELVIRA *' Vjisf® -5 

HERSELF. YOUR TASK? ' ' ’ > ^ , '<b- 

FIND AND RESCUE '■■ !•' ,r 

ELVIRA INSIDE THREE ' ^ 

CAVERNOUS MOVIE % ^ 

SETS-A GRAVEYARD, ^ ^ ^ 

A NETHERWORLD EN- 

TITY OF AWESOME ' 

THREE HUGE AND HOR- ||w^ 

RIFYING WORLDS WITH ^ 

LARGER THAN THE ,_a 
ORIGINAL ELVIRA 

♦ OVER /20 HOURS OF SUSPENSE-INTENSE GAMEPLAY * MORE THAN 700 
DEADLY WEAPONS. SCROLLS AND OTHER TOOLS OF THE TRADE * FULLY ANI- 
MATED ENCOUNTERS WITH HUNDREDS OF FORMIDABLE NEW OPPONENTS ♦ 
NEW ON-SCREEN SPELL BOOK GENERATOR ♦ NEW ON-SCREEN HIT-POINT 
ALLOCATION SYSTEM ♦ NEW ON-SCREEN 360-DEGREE ENEMY DETECTOR & TRACKER 

♦ THE VGA GRAPHICS? STUNNING. THE SOUNDTRACK? HAUNTING. AND 100% “POINT 

& CLICK’’ CONTROL MAKES IT SO EASY TO PLAY IT’S FRIGHTENING. THE BOTTOM 
LINE? ELVIRA II IS THE FANTASY BLOCKBUSTER OF THE YEAR. TO ORDER, VISIT 
YOUR FAVORITE RETAILER OR CALL 1-800-245-7744. \r"/~r^l \ rM"” 


Actual game screens from IBM PC VGA version of the game. Elvira and Mistress of the Dark are the trademarks of Queen "B" Productions. The Jaws of Cerberus is a trademark of Accolade, Inc. All other trademarks and registered trademarks 
are properties of their respective owners. Elvira image <‘i 1991 Queen "B" Productions. Game iC 1991 Horror Soft Ltd. All other materials <. 1991 Accolade, Inc. All rights reserved. 
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populace). Often a society will have a 
pressing need for one of these com- 
modities. For example, a war needs 
money so that military units can be pur- 
chased quickly. Having enemies with su- 
perior technology might call for every 
citizen possible to become an Einstein 
for a while. Likewise, the fall of one’s 
Capitol or a revolution causing 
widespread discontent creates a pressing 
need for “Elvi”. Thus, the super citizens 
are there for the instant reward at the 
cost of some long-term growth for the 
city as the fields lay fallow from the draft- 
ing of farmers into the “elite citizen 
corps." 

The People Are Revolting 

Ciuilization can be played at five dif- 
ferent difficulty levels (from Chieftain to 
Emperor). This affects computer op- 
ponent hostility (and “cheats”/"hand- 
icaps" bestowed the computer player), 
but— equally important— varies the level of 
tolerance the populace has for the 
player. The easier the game, the more 
people who will fill a city before new 
citizens begin to be born “unhappy.” If 
there are more unhappy people than 
“wealthy” people to offset their numbers, 
a city goes into revolt. In this, the “Sid 
City” portion of the game, dealing with 
revolts becomes an ongoing aspect of 
game play. There are many ways to ap- 
pease the masses. Raising the luxury 
rate will make people happy throughout 
one’s civilization (at a cost in light bulbs 
produced each turn). Temples, 
cathedrals, courthouses and coliseums 
can be built. “Elvl” can be created. Set- 
tlers can be created (which removes a 
point of unhappy population from the 
city), one’s type of government can be 
switched and even certain wonders of the 
world might help to restore order. Due to 
the frequency of urban revolt, however, 
every tool in the toolbox will be required 
to keep a lid on unrest. Players are ad- 
vised that “smart play” is to be diligent 
yet creative in dealing with revolts. 

Reinventing the Wheel 

Advancing one’s civilization is one of 
the few ways that Sid Meier's Civiiiza- 
tion compares to the popular Avalon 
Hill boardgame, Ciuiiization. In the 
boardgame, one saves up to buy Civiliza- 
tion Cards such as pottery, medicine, 
iron working, etc. Owning some cards 
makes acquiring others easier, so the 
evolution of discoveries progresses along 
fairly logical lines. In Sid Meier’s Ciuiiiza- 
tion, these same advances are pur- 
chased via light bulbs (scientific R&D), 
with each new discovery costing more 


than its predecessor and specific prereq- 
uisites required before higher levels of 
technology can be reached. For instance, 
the discovery of “Advanced Flight” re- 
quires about forty previous discoveries 
(including such “oldies” as the alphabet, 
mysticism and bridge building). A vast, in- 
terwoven complex of discoveries, many 
of which are prerequisites for later dis- 
coveries, is built into the game and adds 
much to its richness and replay value. In- 
terestingly, players are informed of many 
key events in the game by the same 
type of “newspaper” headline graphics 
which were also used in Raiiroad 
Tycoon. 

The press aside, time is also an impor- 
tant concept in Ciuiiization. Since the 
game covers an era from 4000 BC to the 
colonizing of Alpha Centauri (roughly 
2000 AD), it would take a lot of 1-year 
turns to complete a game. Fortunately, 
early on, each game turn represents 20 
years, which is later reduced to 10, 5, 3, 



2 and finally 1 year per turn. This com- 
pressing of the time scale gives the ac- 
tivities of civilizations across the millen- 
nia the right “feel” throughout the game, 
although it is difficult to Imagine all of 
WWII as lasting less than 10 turns. The 
player will find there are more drawn-out 
Punic and 100-Years type wars to be con- 
ducted than quick little 7-Years wars and 
Koreas. Interestingly, in the beta version 
playtested, a player will never face the 
threat of a serious civil war (even at the 
toughest levels) since cities which revolt 
never build military units which must be 
crushed, no matter how badly treated or 
ignored they are. Considering their sig- 
nificance in history, this writer is hopeful 
that civil wars will get their due in the 
final version of the game. 

Will Wonders Never Cease? 

A major object of the game is to build 
the highly expensive, long-term “wonders 
of the world.” There are seven ancient. 


seven medieval (and renaissance) and 
seven modern wonders of the world. 
Building them not only raises one’s final 
game score by an impressive amount, 
but also give the player a certain long- 
term special advantage over other civiliza- 
tions. For instance, building the Colos- 
sus, since everyone came to marvel at it, 
greatly increases trade at that city. Dis- 
covering the cure for cancer helps to 
keep everybody happy. The older 
wonders, however, are often made ob- 
solete. For instance, Shakespeare’s 
Theater ceases to provide its benefit of 
making people happy in that city once 
the discovery of electricity is made (with 
radio and television the presumed 
culprits). An important part of one’s play- 
ing strategy, therefore, is knowing what 
“special powers” each wonder possesses 
and building them, in the right place and 
at the right time, to take best advantage. 
The sacrifice is enormous, but the long- 
term benefits can be also. 

On War 

In the movie Patton, our hero says 
“Next to war, all other forms of human 
endeavor shrink to insignificance.” In 
many way, Ciuiiization proves this out. 
The nature of human happiness and 
prosperity is a struggle for excellence, 
not equality, and so it is that one must 
develop the technologies and military 
resources to insure his “place in the 
sun.” The stmggle for excellence in 
Ciuiiization is not conducted on a purely 
military basis, however, for politics and 
economics are also closely related. Still, 
almost every aspect of the game seems 
to connect to a military application. Even 
the criteria for winning the game is 
biased in favor of the world conqueror 
over the stellar colonizerl 

The secret is to know thy neighbors. 
Computer<ontrolled civilizations are all 
competing for ascendency, so knowing 
who can be bullied (like the Egyptians’ 
Ramses), who can bribed (like the 
Americans’ Lincoln) and who must be 
fought (like the Mongols’ Genghis) is 
clearly “history lesson one.” The beta 
software played by this writer, however, 
had no options for “random per- 
sonalities” for the different leaders, so 
one’s diplomatic play style can become 
pretty set after only a few games. The 
uses of diplomat units, however, is 
primarily for their military value. Gather- 
ing intelligence and conducting cam- 
paigns of bribery, treachery and 
sabotage are the primary mission of 
diplomats. 

Even trade has overt military implica- 
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4D Boxing 31.95 

500cc Racebike Simulation 30.95 

A-10 Tank Killer V.1 .5 Upgrade ... 36.95 
AD&D ColiBctor's Edition: Pool of Radiance. Curse 


of Azure Bonds, Secret of Silver Blades 

3 

.95 




Adventures of Willie Beamish . 

...36 

95 

Allied Forces Bundle (Gunship, 

VH Tank 

Platoon) 

...41 

95 

Amarillo Slim's Dealer Choice 

„.3C 

95 


...25 

95 

Andretti's Racing Challenge ... 

...31 

95 


,..3C 

95 


...31 

95 

Armor Alley ... 

...25 

95 

ATAC 

.,.3C 



...53 

95 

Back to the Future II or III 

...24 

95 

Bane of the Cosmic Force 

... 36 

95 

Bards Tale III , 

...31 

95 

Bards Tale Construction Set ... 

...33 

95 

B- Simpson's House of Weirdness3C 

95 

Baseball Card Collector 

.,.3C 

95 







Battlehawks/Finest Hour:BOB . 

...37 

95 

Bill Elliot Nascar Challenge 

...3C 

95 







Carmen SanDiego/Each 

...30 

95 

Carmen SanDiego America 

...36 

95 

Carmen World Deluxe 

...47 

95 




Castle of Dr. Brain 

...30 

95 


...25 

95 


...36 

95 

Chessmaster 2100 

... 31 

95 


Chessmaster/6in/Cribbage King .. 37.95 


Civil War .. 

Civilization 

Command HQ 

Conan the Cimmerian ... 

Conflict: Middle East 

Conquest of Longbow .. 
Conspiracy 


..37.95 
.,41.95 
..36.95 
..30.95 
.. 36.95 
..36.95 
..34.95 


King's Quest 2 or 3 30.95 

King's Quest 4 36.95 

King's Quest 5 Enhanced 41 .95 

Knights of Legend 30.95 

L' Empereur 36.95 

Laffer Utilities 22.95 

Lakers vs. Celtics 17.95 

LaRusa Ultimate Baseball 31 .95 

Stadium/Team Disks each 14.95 

Leisure Suit Larry 2 or 3 36.95 

Leisure Suit Larry 1 Enhanced 36.95 

Leisure Suit Larry 5 36.95 

Lemmings .... 30.95 

Les Manly II .. 36.95 

Liberty or Death 36.95 

Life and Death 2 31 .95 

Light Speed 2.0 36.95 

Links 36.95 

Sayhill/Bounliful/Firestone/Pinehursl 17.95 

Lord Of the Rings II: Two Towers 36.95 

Lost Admiral 36.95 

MLBPA 1990 Player Stats/Mngr .. 14.95 

Madden Football 31.95 

NLPA'89 Players 17.95 

Magic Candle I! 37.95 

Magnetic Scrools 36.95 

Manager's Challenge 24.95 

Mantis 36.95 

Martian Dreams 36.95 

Martian Memorandum 36.95 

Mavis Beacon Typing V.2.0 31 .95 

M. Beacon Typing V.2.0 for Win .. 37.95 

Medieval Lords 37.95 

Medieval Warrior 21.95 

Megafortress 37.95 

Megatraveler I or II 36.95 

MicroLeague Football or Baseball 24.95 

Might & Magic I $ II 31.95 

Mights Magic III 42.95 

Mike Ditka Ultimate Football 34.95 


Millenium 2200 

Mission Impossible .... 
Mixed-Up Fairy Tales .. 
Monologue ... 

Murder 


..36.95 

30.95 

30.95 

84.95 

30.95 


Corporation 

.30,95 

Ninja Gaiden II 

24.95 




37.95 

Cresent's Hawks Revenge ■ BT2 . 

.30.95 

Nova 9 

22.95 

Crisis in the Kremlin 

, 30.95 

Operaton Neptune 

36,95 

Crusaders of the Dark Savant 

41.95 

Oregon Trail . 

30.95 



PGA Golf Tour 

31.95 




45,95 

D/Generation , 

31.95 

Paper Boy 2 .. 

25,95 


s Boot Submarine 17.95 


Deluxe Paint Animation 

84.95 

Deluxe Paint Enhanced 

82.95 




24.95 

Disney's Animation Studio . 

79,95 


30.95 

Eagle's Rider . 

30.95 

Earl Weaver II 

31.95 

Commissioners Disk 

20,95 


17.95 


36.95 

Eco-Saurus .... 

24,95 

Elvira 1 & II .... 

36,95/41.95 


,,,31,95 

Eye ot the Beholder 2 

...37.95 

F-117A Nighthawk2.0 EGAA/GA ,47.95 

F-15 Strike Eagle II 

34.95 


22,95 




30.95 

Flames of Freedom 

30,95 


Flight Simulator 4.0 39.95 

Future Wars 31.95 

Games People Play 25.95 

Gateway to the Savage Frontier ... 31 .95 


Godfather ,, 

Gunship 2000 EGAA/GA .. 
Hard Ball II .... 

Hare Raising Havoc 

Harpoon 

Battleset 2 or 3 .. 


..30,95 

..41.95 

,.30,95 

-.30,95 

,.37,95 

,.20,95 


Patton Strikes back 36,95 

Perfect General 36.95 

Planet's Edge (HD 5,25) 37.95 

Police Quest III 36.95 

Pools of Darkness 37.95 

Powermonger 31.95 

Prehistoric 30.95 

Prince of Persia 24.95 

Pro Football Analyst 36.95 

Pro Tennis Tour 2 31,95 

Railroad Tycoon 36,95 

Read 'n Roll .. 30.95 

Red Baron 36.95 

Red Storm Rising 34,95 

Renegade Legion Interceptor 37.95 

Riders of Rohan 30.95 

Rise of the Dragon 36.95 

Rocketeer 30.95 

Rollerbabes 24.95 

Romance/ 3 Kingdoms 1 or 2 41 ,95 

Rules of Engagement 37.95 

Scrabble Deluxe Edition 30.95 

Secret Monkey Isind EGAAfGA 25.95/36.95 

Secret Weapons/Lufttwaffe 42.95 

Secret/Silver Blades 31.95 

Shadow Sorcerer 31.95 

Sharkey's 3-D Pool 24.95 

Shuttle 36.95 

Siege 37.95 

Sim City 30.95 

Sim Earth AT H/D 41,95 

Simpson's Arcade 30,95 

Space Inc Call 

Space Quest 1 Enhanced 36.95 
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FAX (414) 357-7814 • INFO (414) 357-8181 
HOURS: MON-FRI 9am-9pm • SAT 11am-5pm 
PO Box 17882, Milwaukee, Wl 53217 


PRINTERS 


PANASONIC 


KX-P1180 

$149 

KX-P 2624 

$389 

KX-P1123 

$199 

KX-P 1654 

$525 

KX-P 11241 

$273 

KX-P 4420 

$775 

KX-P 1624 

$325 

KX-P 4450i 

Call 


STAR 

NX-1001 Multifont $139 

NX-1020 Rainbow $179 

NX-2420 Black $255 

NX-2420 Rainbow $299 


CITIZEN 


200 GX 

200GX-15 

GSX130 

GSX140 PLUS . 


..$159 

$299 

$239 

$299 


MASTER 3A 

Ext. Disk Drive for Amiga' 


,$79 


GSX145 Wide Carriage ....$379 
Color Kit -200GX/GSX-140.,$49 
Color Kit GSX-145 $65 


Packard Bell 


VGA Upgrade 
Monitor Package 

Packard Bell PB 8539 

14" VGA .39 DP 640x480 

with 

CARDINAL 16 Bit 
VGA Board 

Bsth C970 

for Only 


JOYSTICKS/IVIICE - PC 

MACH 3 Joystick $29 

MAXX Flight Yoke $69 

MAXX Pedal -NEW $39 


Hi Speed Adaptor 

$19 

Gravis Joystick 

$35 


Gamecard 3 Auto 

G.l. 3 Button Mouse w/ Driver 


$30 

$19 


JOYSTICKS - AMIGA 

WIco Ergo Stick $18 

Gravis $31 

Gravis Mouse Stick $59 

MICE -AMIGA 

GOLDEN IMAGE 

Amiga Replacement Mouse $35 

Optical Mouse + Pad $45 


Sound Master II 

with Speaker $139 


Sound Blaster $119| 

Speakers $29 


Sound Blaster 
Professional $189 


MediaVision 

Pro Audio Spectrum $239 
WfM/ 

ThunderBoard $97 


AdLib 

Music Card $79 

Gold 1000/2000... $185/325 


• • MODEMS 


Cardinal 2400 lnt./Ext $59/95 

Cardinal 2400 Internal w/ Send/Receive ,.$112 
Cardinal 2400 Int. V,42 w/Snd/Rec 9600 $199 

Cardinal 9600 Internal V.32 w/ MNP5 $319 

Cardinal 9600 External V,42 w/ MNP5 $345 

Zoom 2400 Internal/External each $65 

Zoom 2400 Int. Send/Rec Fax 9600 $109 

Zoom 2400 Ext. Send/Rec Fax 9600 $119 

Zoom 2400 S/R 9600 for Windows Int. .. $1 29 
Zoom 2400 S/R 9600 for Windows Ext. ., $139 
Zoom 2400 V.42 BIS External W/MNP5 ... $129 
Zoom 9600 Int, V,32 / V,42 Bis MNP 5 ... $365 
Zoom 9600 Ext. V.32 / V,42 Bis MNP 5 .. $365 

Supra 2400 Internal w/ Mirror II $55 

Supra 2400 External $79 

Supra 2400 Plus Int. w/ MNP5 V,42 BIS . $109 
Supra 2400 Plus Ext. w/MNP5 V.42 BIS ,$129 
Supra 9600 Ext. V.32, V.42 bis $479 

HEiNFHOm 

Supra Fax Modem Plus Internal 
2400 with V.42 &MNP5 for: 
OOS/Windows $129/145 

All Supra Modems come with a 5 yr warranty! 


Scenario Editor 

,.,,25,95 

...57.95 

Space Quest 4 Enhanced 

Spacewrecked 

,,36,95 

,.30.95 

Their Finest Hr/Battle of Britain . 

„ 42.95 

Wheel of Fortune Vanna Edition 
Where Time Stood Still 

24.95 

24.95 

Headline Harry/Great Paper Chase EGA/ 
VGA 30.95/36.95 

Speedball 2 ... 

,.24,95 



Spellcasting 201 

,.41.95 






....36.95 

Star Control ,. 

,.30.95 




10 3^ 

Home Alone 

,...24.95 

Star Trek: The 25th Anniversary 

,.36,95 

Twilight: 2000 VGA 

36,95 


47.95 


.,.,30.95 

Stratego 

,,30,95 






...,21.95 

Strike Commander 

47.95 





Hoyles Book of Games 3 

,..,30.95 

Strip Poker 3 

30.95 








36.95 



Wizardry Trilogy 



25.95 

Super Solvers: Treas Mount 

30.95 



" « QC 


25,95 

Super Tetris ., 

24.95 





Indy Jones Adventure VGA 

..,.25.95 

Swap 

30.95 

US Atlas .’. 

37.95 



Indy Jones 4: Fate of Atlantis .. 

,..,37.95 

Team Suzuki , 

24,95 








36,95 





J. Nicklaus Unlimt, Golf 

36,95 

Teenage Ninja Turtles: Arcade ... 

30.95 

Video Poker 

30,95 


,.47.95 

Jet Fighter 2 .. 

39.95 

Teenage Ninja Turtles: Adventure 30.95 






23.95 

Ten Best 

..14.95 






24,95 

Terminator 

..33.95 






30,95 

Test Drive III 

..36.95 





Kina's Quest 1 Enhanced 

..,,36,95 

Road & Car #1 

,,15,95 





" 


AMIGA SOFTWARE 



. 30.95 


24.95 

688 Attack Sub 

,31.95 

Mavis Beacon Typing 

31.95 

A-10 Tank Killer V.1. 5 Upgrade .. 

, 36.95 


37.95 

, 24,95 













, 28.95 

Carrier Comand, Midwinter 

. 36.95 

Mixed -Up Mother Goose Enh. .. 

. 36.95 





Armarillo Slim's Dealer's Choice 

, 30,95 
,30.95 

Monopoly 

. 30,95 

ATAC 

, 30.95 




, 36,95 








.24,95 


28.95 



Nobunga's Ambition 



36.95 

22,95 


31.95 




30.95 




31,95 


30-95 


,36,95 

PGA Tour Golf 

31,95 


. 24.95 


25.95 


.30.95 



Billy the Kid 

23.95 



Birds of Prey 

31.95 

Planet of Lust 

24.95 


30.95 












24.95 




.30.95 




,36.95 


,,31.95 

Centurion 

.31.95 

Data Disk 'wWI Edition 

..20,95 










.31,95 


..31.95 

Chuck Yaeger AFT 2.0 

Civil War 

,25,95 

Prophecy I/Viking Child 

Quest for Glory 1 or 2 

..30,95 


.30.95 

,.36,95 


. 36.95 


,,36.95 


. 36.95 


..37.95 






. 30,95 

Rise of the Dragon 

.36,95 


.31.95 

.24,95 


. 36.95 


..28.95 


.31.95 


..42.95 

Death Knights of Krynn 

.31.95 


..37.95 

.30,95 


.,24.95 



Secrect of Monkey Island 1 or 2 
Secret of the Silver Blades 


Dragon's Lair 11/Time Warp 

. 34.95 

,,31,95 






.28.95 


..31.95 


,24.95 


.,36.95 


.24.95 

Sim City . 

.. 30.95 


.30.95 


Elvira l& II 36.95/41.95 




.37.95 


.,41,95 


.36.95 




.30.95 



Operation Counterstrike 

.16.95 


.30.95 

.19.95 


30.95 


.30.95 


36.95 

Flight of the Intruder 




.30.95 




,30.95 




,24,95 

Stanford Wong Video Poker 

30.95 

Gateway to the Savage Frontier .. 

,31,95 

.30,95 


Star Flight 1 or II 



36.95 

.21.95 

Germ Crazy 

24.95 


24,95 

30,95 


30,95 






30.95 


19.95 

HardbalMI 

30.95 


24.95 


31.95 


30.95 

Hare Raising Havoc 

30.95 


..24.95 

37.95 


..36.95 


20.95 

Teenage Ninja Turtles: Arcade 

,,30.95 


. 25.95 


Harpoon Challenger Pak 

, 57.95 
, 36,95 

Test Drive III 

., CALL 
20,95 


.21.95 




. 30,95 




. 30.95 




.31.95 


34,95 


25,95 


41.95 

Indy Jones 4: Fate of Atlantis 

.37.95 


24,95 

31.95 


36.95 






.15.95 


36.95 


.19.95 


36.95 

Designer's Clip Art Vol. 1 

.17.95 

.34,95 

UMS II: Planet Editor 

30.95 

31.95 


,24.95 


30.95 


.30.95 


23.95 


30.95 


86.95 

King's Quest 1 Enhanced 

24.95 


31.95 

30.95 


30.95 


36.95 


36,95 





Knights of the Crystallion 

36.95 

Where in the ...Carmen each 

30.95 





Leisure Suit Larry 2 or 3 








..30.95 


..28.95 


.,34.95 


..24.95 






36.95 


,.25.95 

Mantis:Experimental Fighter 

..36.95 

Zone Warrior 

..25.95 


ORDERING INFO: Specify system. For fast delivery send cashier's check or money order. Personal & company checks allow 14 business days to clear. P.O.’s welcome. C.O.D. charges are $4.00Jn Continental U.S.A. include $4.00 for software orders 5% shipping 
for hardware, minimum $5.00. MasterCard and Visa orders please include card #, expiration date and signature. Wl residents please include 5% sales tax. HI, AK, FPO, APO, Puerto Rico and Canadian orders, please add 6% shipping, minimum $6.00. All other 
foreign orders add 15% shipping, min $15.00 All orders shipped outside the Continental U.S.A. are shipped first class insured U.S. mail, where available. If foreign shipping charges exceed the minimum amount, you will be charged the additional amount All goods 
are new and include factory warranty. We do not guarantee compatabllity & version #s. Due to our low prices all sales are final. All Defective returns must have a return authorization number. Call (414) 357-8181 to obtain an R.A. # or your return will not be 
accepted. Prices and availability sublect to change without notice. Shipping & handling are non-retundable. We ship the latest versions available to us, updates must be handled by end user directly with the manulacturer. Not responsible for typographical errors. In 
an Bffon to be coiiipleie, some new products [nay not be available from the manufacturer at press time. HAVE ANICEDAYM! 
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Sneak Preview 


tions. While it might seem the most 
peaceful thing in the world to establish a 
trade route to a foreign city, the increase 
is trade only gives the player estab- 
lishing the trade route an advantage. 
Computer players never seem to estab- 
lish them with the human player, but ap- 
parently do so with ease among themsel- 
ves. Caravans are also used to rush the 
production of those long-term invest- 
ments known as wonders of the world, 
which can quickly free up a city for more 
important (and often militarily useful) 
items. 

It’s a difficult concept to grasp, but 
many a city in a republic has had to 
build things as “peaceful" as a cathedral 
or coliseum so that its armies could 
march off to war. This is because the 
populace of the city had to be “ap- 
peased” so that the armies could deploy 
beyond the city gates without throwing 
the whole town into unrest. It seems that 
virtually everything in Civilization trans- 
lates into a military advantage. While 
quite historical, the overt implications of 
this aspect of the game may be a turn-off 
to some. 

The clash of military units, by com- 
parison to the aggressive struggle for 
economic and diplomatic superiority, is al- 
most anticlimactic. While one must sweat 
over building up individual cities and dis- 
coveries, armies bump into each other 
with the ultimate in instantaneous finality. 
Combat is resolved by the old “ping 
pong balls in the fishbowl" technique. A 
unit with an attack strength of four puts 
four ping pong balls in the fishbowl, 
while a unit with a defense strength of 
three would put three in the bowl. The 
computer mixes up the seven ping pong 
balls, then pulls one out to determine the 
winner and eliminates the loser. Terrain, 
fortifications and a unit’s “veteran” status 
will all effect its strength, and as technol- 
ogy progresses, so do unit strengths and 
abilities. 

Political Correctness 

Civilization also strives to be a “hip” 
game and deals with popular social is- 
sues from the standpoint of “political cor- 
rectness.” Thus, global warming is a 
tremendous threat (one that is all too 
often realized in the beta version). Odd, 
for such a recent, unproven theory.... 
Evolution is expressed in the game’s in- 
troduction, but at least that debate has 
been around a while. Pollution, therefore, 
becomes a society’s primary focus after 
industrialization takes place, with players 
being channeled toward more politically 
correct power plants, recycling centers 
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and mass transit to address the problem. 
Even the beta test “super highway” 
wonder of the world gave way to 
“women’s suffrage.” While women’s suf- 
frage is a novel concept for its effect 
during game play, it is also another brick 
in the wall of political correctness. 

And the Omega." 

Ultimately, most Civilization games 
end in the “space race.” Assuming that 
one hasn’t managed to conquer the 
world (which, according to the victory 
point schedule in the beta version, is the 
optimal ending), one must discover the 
plastics, robotics and superconductors 
necessary after building the Apollo pro- 
gram, and build what this writer calls “the 
space ark.” A scant section of the 
documentation covers this penultimate 
endeavor, but it will require much time, 
usually, before things are perfected. Time 
during which players are often lunging at 
each other’s capitals (where their palaces 



are located), since that is the only way to 
sabotage the opponent’s space program. 
The wars can get particularly nasty 
toward the end-game for this reason and 
with nukes flying, global warming setting 
in repeatedly and SDI defenses popping 
up like weeds, the end-game is almost a 
game unto itself. 

One disappointing element is the con- 
tinuance of technological evolution. 

There is none. The technology of the 
games ends at circa 2000 AD tech 
levels, and then players research generic 
“futuristic technology” (a.k.a. “the mean- 
ing of life”) for some bonus victory 
points. This writer would like to have 
seen the extra effort made for nanotech 
items and science-fictionesque units to 
play with while the space ark is spending 
some 60 years (turns) on its way to 
Alpha Centauri. Of course, one wouldn’t 
get to play with them for very long 
before the game ends, but hovercraft and 
space shuttles should have been made 


available despite their limited time of use- 
fulness in the game. 

“The Value of a Good Thing 
Is To Have Done It." 

All its diverse elements make Civiliza- 
tion an extremely rich and rewarding 
game to play. Surely the design and 
development teams must have agonized 
over all that had to be left out in order to 
make the game playable. Everything 
from the stirrup to super highways is not 
included in the final package, and this 
writer can only speculate as to the effect 
of their loss. One loss that everyone will 
suffer from, however, is the absence of a 
tutorial. Without a real “hands on; do 
this, do that” introduction to the game, 
new players will often find themselves in 
the same kind of quagmire people did 
6000 years ago. (“Sure, Ogg, pottery 
sounds like a great idea, but what will it 
do for us?”) The beefy 120+ page 
manual is going to have to be fairly well 
studied before one dives into the salient 
points of civilization building, and more is 
the pity for players will not discover 
(game) literacy until about 1000 BC or 
so. 

When the dust settles and one is left to 
excavate the history of his civilization at 
the game’s end, it all boils down to a 
point total. Of paramount importance is 
the size of one’s population and how 
happy they are. This is followed by the 
mega-points awarded for building 
wonders of the world. Turns of complete 
world peace and the generic “futuristic 
discoveries” pay some bonus points, but 
great negatives are assessed for any pol- 
lution within the empire (as per the 
game’s “politically correct” bias). Still, in 
terms of victory points, there is no sub- 
stitute for global hegemony through 
world conquest. As in Railroad Tycoon, 
a hall of fame lists the top five games 
played. 

The Histories 

When the second issue of Computer 
Gaming World was published, the cover 
was a picture which satirized the apes at 
the obelisk from 2001: A Space Odys- 
sey. On that cover, the apes discover a 
computer disk as their obelisk, and so 
progressed forward. That’s the image to 
keep in mind when thinking about 
Civilization. Sure to succeed beyond 
even Railroad Tycoon, a new Olympian 
in the genre of god games has truly 
emerged and Sid Meier's Civilization is 
likely to prove itself the greatest dis- 
covery in computer entertainment since, 
well... the wheel! cew 
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IBM 256 Color screens 


BECOME ONE OF ODIN'S CHAMPIONS, TRAVEL THROUGHOUT ALL THE REALMS OF CREATION, 

AND ATTEMPT TO CHANGE THE COURSE OF FATE. QUEST FOR KNOWLEDGE AND ALTER EVENTS SO 
THE GODS MAY DEFEAT THE MINIONS OF LOKE AT THE BATTLE OF RAGNOROK 


• HISTORICAI 1 Y ACCURATE WORLD OE VIKING MYTHOLOGY 

including the realms of Midgard, Asgard, Jotunheim, and more 

• STUNNING 256 VGA GRAPHICS 

Also support EGA and Tandy 16 color 

• DYNAMIC MUSIC SCORE AND SOUND EFFECTS 

supports Ad-Lib'”, Sound Blaster and Roland MT i2/LAPC- 1 

• USER FRIENDLY "POINT-N-CLICK" GRAPHIC INTERFACE 

Keyboard, Joystick and Mouse supported 

For More Information Call (713) 946-7676 
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Review 


To Play Is To Learn 

Sony's **Laser Library" 

by Jasper Sylvester 



O ne of the toughest decisions a 

computer user is likely to face is 
whether or not to upgrade his ex- 
isting hardware. The decision is particular- 
ly acute for those who are considering 
whether to upgrade to a CD-ROM drive 
or not. There are several factors which 
complicate that decision. One factor is 
that the consumer may pay so much 
money for the hardware itself that no 
funds remain for purchasing new 
software. Another factor is trying to 
decide whether the new hardware will be 
compatible with future releases. 

Sony Corporation has taken a major 
step in reducing anxiety over the former 
and helped some with the latter. By 
releasing the Sony Laser Library Sys- 
tem at a suggested retail price of $699, 
the electronics/entertainment giant has 
provided computer gamers with an exter- 
nal CD-ROM (but not CD-ROM-XA or CD- 
I) compatible drive and approximately 
$2,000 worth of software. 

The software bundled into the Sony 
Laser Library System includes the 
Compton’s Famiiy Encyclopedia (from 
Britannica Software); the Microsoft 
Booksheif (complete with the American 
Heritage Dictionary, Concise Columbia 
Encyclopedia and World Almanac and 
Book of Facts (1991), as well as 
Bartlett's Familiar Quotations, Roget’s 
II: The Hew Thesaurus and the Concise 
Columbia Dictionary of Quotations)-, 
the multimedia Languages of the World 
database (an on-line database of 
Chinese, Danish, Dutch, English, Finnish, 
French, German, Italian, Japanese, Nor- 
wegian, Spanish and Swedish); the Na- 
tional Geographic Society's Mam- 
mals: A Multimedia Encyclopedia (an 
interactive reference work); Software 
Toolworks’ World Atlas: CD-ROM Ver- 
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Sion (featuring almost 250 VGA color 
maps) and Sierra's Mixed-Up Mother 
Goose: CD-ROM. 

Not only does this line-up reflect a 
tremendous assortment of useful 
programs, but the fact that so many “off 
the shelf” CD-ROM programs work with 
the drive gives potential purchasers the 
assurance that it is compatible with most 
currently available programs. The drive 
requires at least 512K RAM, a hard disk 
and DOS 3.1 or above. It is highly recom- 
mended that purchasers have a VGA 
monitor/adapter and mouse, since most 
of the CD-ROM products to be used with 
the drive will be supporting those stand- 
ards. It is not, of course, compatible with 
CD-I, CDTV or CD-ROM-XA. So, one is 
not certain what the future will hold. As it 
is, however, the drive will support the 
Sierra CD-ROM games {Mixed-Up 
Mother Goose, Jones in the Fast Lane, 
Space Quest IV and Stellar 7), 

Software Toolworks' CD-ROM game 
pack (a collection of previously publish- 
ed games, Chessmaster 2000, Gin King- 
Cribbage King and Beyond the Black 
Hole) and Access' CD collection (Crime 
Wave, Mean Streets, World Class 
Leaderboard and Echelon), as well as 
Interplay’s Battlechess CD-ROM. 

The Sony Laser Library System 
seems to be a logical way for the com- 
puter gamer who wants to get right into 
multimedia now to do so. Even if the 
standards for optical-based computer 
games were to change in the future, the 
gamer would have plenty of useful 
software on hand to use for reference 
and enjoyment. The future is not clear, 
but the amount of CD-ROM products al- 
ready available makes it tempting to get 
involved now. cow 
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complex protecting Cybercon ill $ brain stem 
and deactivate It. 

Cybercon III Is a game of epic proportions 
and features: 

# The ultimate 3D environment • named Real 
World , it contains the fastest, smoothest scrolling 
3D graphics ever seen. 

# Battle and puzzle your way through a huge 
complex containing over 400 unique locations. 

0 Intelligent defenses that react to every move 
you make. 

# Sampled sound effects. 

# Unique Picture in Picture mode. Allows you to 
monitor enemy movements. 

# Over 1/3 million lines of code crammed onto 
1 disk!! 

Getting in was the easy part: getting out 
will take everything you've got! 


Gyro 

Compass 


camera Sonic Secondary 

System 

Monitor Key Disolov 


Energy Cells/ Gyro System Status/ primary 

Management 

Power Display Compass Auto- Repair System 


H. C. WELLS (1866- 1946) 
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CYBERCON 111 (201 1-?) 


Well almost. You have bravely volunteered to 
execute Operation Nemesis - The destruction 
of the merciless Super Defence computer 
gone mod: Cybercon III. 

Equipped with your enhanced power armour 
salvaged from the wreckage of Cybercon NTs 
onslaught, you must penetrate the defence 


Scr««n shots ate only intended to t>e illustrative of the game ploy and r«ol the 
screen graphics which vary considerobiy between different formots in qua< ty 
and oppeorance and ate subject to the computers specifications 

FORMAT AVAILABILITY: Amiga IBM PC. AT & XT 

100% compatibles 

GRAPHIC SUPPORT: CGA, EGA, Tondy 1 6, VGA, MCGA 
SONIC SUPPORT: PC Speaker, Ad Lib, Roland 
MEMORY REQ: 51 2K (640K for 256 color mode] 


Game designed by Pico'do Pmto 

Copyright ©and® 1991 The Assembly ime and U S Gold 
All rights reserved Monutocturedarsd published by US Gold ltd 


II J 


r.K.doid Ltd., 550 South Winchester Boulevard.. 
Suite 2(H). Sun .lose. CA 9512H I'.S.A. Tel: (408) 246 6607 








OPINION 


Scorpion s Vieiv 


Scorpia Scries SS/'s 
Pools of Darkness 



Scorpia is an experienced and 
respected adventure game expert. 

CGW is pieased to be abte to provide 
this forum for her distinctive and 
often controversiat perspective. 

P eering into the crystal ball, I see a 
flood...a flood of games. The world 
is awash in new releases! As the 
tides recede, however, there is left only 
small, dark pools. Before we jump into 
the pool, however, an important bug 
alert. If you are bringing characters over 
from Secret of the Stiver Biades, make 
sure none of them are wearing Cloaks of 
Displacement. Boot up Stiver Biades 
and check the inventories. Drop any 
cloaks right then and there, before you 
do the transfer. 

For reasons as yet unknown, these 
cloaks cause severe problems in Foot of 
Darkness, most notably locking up the 
game. This can happen any time, in par- 
ticular when you try to unequip the 
cloak. Even a cloak that has been behav- 
ing itself can suddenly turn bad, as hapy- 
pened to me more than once. So to be 
on the safe side, dump the cloaks before 
you bring your team over. 

As most people know by now. Foots of 
Darkness is the conclusion of the series 
that began with Foot of Radiance. This 
is a game designed for high-level charac- 
ters (expect your team to be at or near 
40th level by the time you’re done), with 
many tough encounters. Therefore, if you 
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have a party that compieted Stiver 
Biades, it’s a good idea to bring them 
over. 

Xenophobic Journey 

You shouid also consider dropping any 
non-humans from your party (if you still 
have any) except for thieves (thieves, 
however, aren’t very useful in this game, 
so you may want to consider dropping 
them anyway). Only humans or thieves 
of any race can advance as high as re- 
quired by POD. I quickly found that my 
two Elven Fighter/Magic Users were just 
not good enough for this one, and 
replaced them with humans. Your 
fighters need those two shots per turn, 
and most importantly, everyone needs a 
lot of hit points. 

Look at it this way: if you create a 
brand new human fighter, he starts the 
game at 14th ievel, and he comes 
equipped with plate mail+3, a shield+3, 
longbow +2, etc. Since SSI never hands 
out goodies for nothing (well, at least not 
in their games), this should give you 
some idea of what you’ll be up against. 
This realiy is a game for both ex- 
perienced characters and experienced 
piayers. I don’t recommend Foots of 
Darkness to the novice gold box gamer. 

It would be much better to play some of 
the others first, rather than trying to start 
with this one. 

It all begins quietly enough with your ar- 


rivai in Phlan, ten years after you original- 
ly cleaned up the city in FOR. Phlan is 
prosperous now and, these days, a duil 
place for adventurers. Everyone tells you 
that and seems anxious to get you 
moving to more exciting places. 

There is very little you’ll need to pur- 
chase in the shops, since your party 
either has many magical items brought 
over from Foot (yes, even belts of Giant 
Strength and the +5 silver swords make 
it across), or the ones they come with if 
newly created for the game. The one 
thing you should get for your characters 
is a mirror (anyone with a siiver shieid, 
however, won’t need one). With Medusae 
and basilisks around, mirrors are good to 
have. 

When you’re finished roaming the town, 
the game proper begins with your party 
escorting Sasha (remember her from Sti- 
ver Biades?) to check out some troubie 
in another part of the land. You don’t get 
much further than past the town gates, 
however, before trouble strikes a lot 
closer to home. 

Bane (the great god of evil) takes over. 

A cloud of darkness covers the 
countryside, all the good towns and cities 
vanish, and only strongholds of evil are 
left. Just when you’re wondering what to 
do, Elminster pulls you into his secret 
hideout in limbo, gives you some expiana- 
tions, then dumps you back into the 
world. The long trek has begun. 
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Announcing NCAA Basketball: Road To The Final Four.* 
Your opportunity to prove history doesn't have to repeat itself. 


Road To The Final Four is your court- 
side ticket to the most anticipated sporting event 
of the year. With Road To The Final Four you 
take control of the entire tournament! Whether 
you choose to go up against the best college 
athletes in the country, coach your own all-star 
team, or cheer on as your favorite team battles 
its way to the National Championship, Road To 
The Final Four will put you right into the 
middle of all the NCAA tournament action. 

The entire sixty-four team roster has been 
expertly rated, player by player. Artificial 
intelligence and accurate statistics in over 14 
categories keeps the action hot and authentic. Play, Coach or 
Sideline modes enable you to participate at whatever level you 
choose and still maintain the realism of the tournament. Use the 
teams supplied or create your own dream team 
using your favorite players and pit them against 
the current champions. Reseed the tournament 
and answer all those nagging “what-if” questions 
from last season! 




The unique, real-time AutoCam"' feature 
automatically provides the optimal viewing per- 
spective while enabling you to stay in control 
of the on-court action. The AutoCam actually 
gives you the feel of live network TV coverage as 
it changes camera angles during the action! 

Road To The Final Four is a joint effort by 
the creators of Wayne Gretzky Hockey" and 
Earl Weaver Baseball", two of the most critically 
acclaimed sports programs of all time. This team 
effort has yielded an unprecedented level of excel- 
te that brings all the heart-pounding excite- 
'® ment of NCAA Basketball action to your PC. 
Become this year’s MVP Try Road To The Final Four today 
and make your place in NCAA history! 

Bethesda Softworks, 1370 Piccard Drive, Rockville, MD 20850 
Visit your local dealer or call 301-926-8300 for more information. 

NCAA, NCAA logo and Road To The Final Four are registered marks of The National Collegiate Athletic 
Association and are used under license. Software Program Copyright 1991 Bethesda Softworks & 
Mirage Graphics. All Rights Reserved. All other trademarks are the property of their respective owners. 




SUPREMACY 

★ ★★★★ 

Challenge of the 
New World Order 

Meet the challenge of the new world 
order - where the threats are global 
and the struggle endless. 

You lead one of the world's six 
superpower blocks to its rightful des- 
tiny - world domination. Shrewdly use 
your diplomatic skills to mislead foes 
and to keep allies loyal. 

Plan and prepare for war. Flex your 
economic muscle hy building armies 
and navies, then make airborne and 
amphibious assaults on distant lands. 
By word and by deed your reputation 
will spread across the globe. 

There is danger however - nukes - 
they cast the chill of the Cold War. Soon 
the world becomes a nuclear mine field 
- be careful where you tread. 



Supremacy is available at better bobby 
aad game stores tbrougbout the USA. 
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OPINION 


It definitely is a long one; there is much 
to do here and this is probably the most 
extensive game in the entire series, big- 
ger even than Pool of Radiance. Don’t 
expect to get through this one in only a 
couple of days. 

What you can expect are many hard 
fights along the way. You’ll come up 
against a lot of spellcasters, especially 
when you’re down among the Drow. 

Every Drow you come across is a 
spellcaster, either a cleric or mage type. 
As Drow are very resistant to magic, 
these encounters can be deadly if you’re 
not careful. I found Delayed Blast Fireball 
to be a good spell to use against them; 
they seemed less resistant to that one, 
and it did a good job of taking them out, 
or at least doing some damage. 

Do the Limbo Hop 

The pools of darkness are in four areas. 
These pools are actually portals that con- 
nect the prime material plane with limbo 
and, consequently, limbo with other 
planes of existence. Each time you enter 
a pool, you arrive at Elminster’s camp in 
limbo. Here you can rest up, be healed, 
be trained and/or go on to a different 
plane. 

Travelling to the different planes is one 
of the big sore points. You can't take 
most of your magical items with you. 
They have to be put in storage or they’ll 
be destroyed as you cross from limbo to 
the other plane. Only mundane (non- 
magical) items or special-purpose rings 
(cold resistance, wizardry, blinking, etc) 
will survive the passage. Rings of protec- 
tion will not go through. 

So all your really neat things have to be 
left behind when you go on to the 
tougher parts of the game (and those 
other planes are tough!). Now, on the 
other side (so to speak), there are 
weapons and armor, as well as other 
equipment to pick up as you fight your 
way through the hordes. Much of this 
isn’t nearly as good as what was left be- 
hind, although certainly better than noth- 
ing. 

The trick is, this stuff won’t make the 
trip back. When you’re done with that 
plane and return to Elminster’s camp, all 
the items you found (again, except for 
special-purpose rings and mundane 
items) disappear. 

We therefore have the nonsensical situa- 
tion of leaving your equipment behind, 
finding replacements, and then having 
the replacements vanish when you 
return. What’s the point, except to add ar- 


tificial difficulty to a game that certainly 
doesn’t need it? 

The main reason for accumulating all 
these good things in the first place is to 
have them for the major encounters. 

When you go up against a Kalistes or a 
Dragon King, you need your best high- 
powered weapons and armor, as well as 
spells. Most of these critters are too 
potent to be taken out in one or two 
shots, and they do some heavy damage 
of their own. 

Yet it is in these very situations that 
you don’t have your best items with you; 
you only have what you’ve been able to 
find along the way. Checking out every 
room and passage for equipment lends it- 
self to extra fighting you would probably 
want to avoid. This is particularly true 
since there are many times and places 
where the party cannot rest and heal up; 
these options (Fix and Rest) do not ap- 
pear on the camp menu (you can still 
camp out to save the game and do other 
operations). 

Fortunately, there are only four times in 
the game where you have to endure this 
idiocy. Unfortunately, they are the 
toughest four places. This includes the 
big showdown at the end, where you 
have to go through three hard fights in a 
row, with no saving in between. 

At the end, you get all your original 
stuff back, and much good it does you 
then, unless you plan on going through 
Dave’s Challenge, an area that opens 
only after the major quest is finished. 

The Challenge is a killer dungeon of the 
nastiest type; going through it is not re- 
quired. 

Speaking of the end, this is the other 
sore point. Ordinarily, I would not reveal 
what happens, but the conclusion is so 
poorly conceived that I have to say some- 
thing about it. 

DOS About All 

You started your party out in Pool of 
Radiance as fledgling heroes. They went 
on through Curse of the Azure Bonds 
and Secret of the Silver Blades, becom- 
ing more experienced and powerful. 

Now, they’ve just finished a task whose 
proportions are almost immeasurable, 
turning back, virtually single-handed, 
powers of darkness and defeating what is 
nothing less than a demi-god. 

What’s the reward? Nothing. That’s 
right, nothing. After Gothmenes is 
defeated, the forces of good (presumably 
the good gods) step in and “turn back 
the clock”, so things are as they were 
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The FWSF Marines are at your command, when 
the time has come for a boarding party or a pianetary 
assauit! Fight these tacticai batties with Breach 2, 
using Omnitrend's lnterlcx:kir}g Game System! 

Rules of Engagement and Breach 2 are now 
avaiiabie at your favorite retaiier, or order directiy by 
caiiing 1-600-245-4525. 
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Mindcraft Presents: 

Strategic Starship Combat a 
- Its Best! 

For IBM/Tandy,' Amiga and Atari ST ^ 


FLEET ALERT!! 


The Federated Worids expand and expiore! What 
they find is not always what they seek! Now, more than 
ever, the FW Space Navy needs expert — even 
brilliant — commanders! 

Is this the job for you?? 

Rules of Engagement vj\\\ test your mettle as a 
starship commander and a starfleet strategist. Design 
the finest ships, from fearless fighters to dauntless 
dreadnoughts! Assign your captains to their most suitable 
missions! Resign yourself to countless hours in deep- 
space combat against bloodthirsty aliens and wily rebels! 

Rules of Engagement gives you a multitude of 
scenarios in the exciting universe of the Federated Worlds' 
expansion. And, when you've mastered them, create your 
own! 

Design your own starships, fleet commanders, insidious 
aliens — even your own starsystems to explore and conquer! 
There is no end to the worlds of the Rules of Engagement! 


MNDCRAFT ) 


Rules of Engagement is a product of Omnitrend Software, 
Inc., published by Mindcraft Software, Inc. * 

Actual photos from the IBMA/GA version. Other versions 
may vary. 
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when you first entered Phlan. Mo 
one, except you, Elminster, and 
the gods, remembers anything of 
what happened. 

So, the last hurrah for your 
hardy band turns out to be less 
than a whisper. Mo cheering 
crowds, no banquets, no 
speeches, not even a thank you 
(except from Elminster). After all 
they've been through, there is 
nothing for your party to do ex- 
cept slip out quietly by ship, 
either for retirement or Dave’s 
Challenge. 

What a downer! SSI was sup- 
posed to have learned some- 
thing about reward endings after 
their horrible Eye Of The Be- 
holder “drop to DOS” ending. 

That certainly isn’t evident here. The 
POR series is over, the characters have 
advanced to where they can only retire, 
and they get a slap in the face like this. 

What is so sad about that (and the 
“store items before crossing planes” silli- 
ness), is that Pools of Darkness is other- 
wise the best in the gold box line to date. 


The game is challenging, and some of it 
is really amazing. 

This is especially so with the Moander 
segment (Moander is the big green guy 
you see on the back of the box). 

Walking around, on, and inside this im- 
mense sleeping god is really bizarre, with 


more “other-worldly” feel to it 
than any of the other areas. 

Going through the heart section 
in particular is an interesting ex- 
perience, since Moander is still 
alive and his heart is beating. 

The land of Kalistes (a sort of 
spider goddess) is about the 
same size as the Realms (prime 
material plane where Phlan used 
to be), with much to do and find. 

The cave of the dragon king is 
small, but filled with all varieties 
of nasty dragons. (Be prepared 
for a welcoming committee 
when you pass through the pool 
to this place.) Dark Phlan (res- 
cue Sasha again) is a twisted ver- 
sion of the original, and leads to 
the final encounters in the palace 
of Gothmenes. 

The lands of the Drow will certainly 
keep you on your toes, and you’ll want 
to keep an eye out (hehe) for the Be- 
holders in Mulmaster. In the Tower of 
Marcus, beware of the gaze creature 
(hint: he can’t hurt what he can’t see). 

And there are, of course, the usual little 
side quests that are a hallmark of the 
gold box games: the cave of the Silver 
Blades (Vala makes a return ap- 
pearance), the temple of Tyr, the ruins of 
Myth Drannor (yes, the Rakshasa are 
back, bigger and meaner than ever), 
Taydome Keep (rescue Sasha) and 
various small keeps and such where you 
can do some good deeds by clearing out 
the monsters. 

The graphics are good, better than in 
previous games, at least with VGA. The 
full-screen shots are finely detailed, and 
some are spectacular. As for the sound, 
well, I turned that off early on. Every time 
the party took a step, there was a loud 
“clunk” that quickly became annoying. 
The control-S command did not work, so 
1 had to re-boot and re-do the configura- 
tion for no sound. 

“Look up the word” now is done only 
from the front portion of the manual; you 
no longer have to search for words 
among the paragraphs (hurray!). 

Overall, except for the two points men- 
tioned earlier, I enjoyed the game. With- 
out the lame ending and item storage re- 
quirements, this would have been the per- 
fect finale to the POR series. Regardless, 
if you can live with the flaws, you should 
have a good time with this one. 

That’s it for this look into the crystal. 
Until next time, happy adventuring! cgw 

Copyright 1991 by Scorpia, all rights reserved. 
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SOUND MASTER. II 

The Most 
Compatible Sound 
Card In The World 

• Full duplex MIDI Interface with MIDI 
software and cables. 

• Audio amplifier with volume control. Low 
power, low noise design. 

• Speakers included. 

• Internal PC speaker supported. 

• Extensive software tools, including 
compression and editing utilities. 

• Supported by the largest library of 
software titles in entertainment, 
business, music, and education. 

• Made in USA by Covox - THE micro- 
computer audio specialist since 1975. 

Your Best Choice For Multi-Media Sound. 

ONLY $ 229.95 (plus $5 Shipping & Handling) 

ORDER HOTLINE: (503) 342-1271 Mon-FrI, 8 AM to 5 PM PST 
VISA/MC/AMEX phone or FAX orders accepted. NO CODs. 30 Day Money Back 
Guarantee if not completely satisfied. One year warranty on hardware. 

TRADE IN OFFER: Your current sound card brand is worth $$$ toward the purchase of a 
Sound Master II. Contact Covox for details. 

CALL OR WRITE FOR FREE PRODUCT CATALOG 

CX)VOX ifMC. 675 Conger Street • Eugene, OR 97402 
Phone (503) 342-1271 • FAX 503-342-1283 


100% AdLib'” Compatible. 

Exclusive OVERLORD'” sound file 
conversion software. Operates 
"Sound Blaster" compatible titles, - 
WITH GREATER CLARITYI 
Covox Voice Master®, Speech Thing® 
MIDI Maestro compatible. 

8 bit DMA sound digitizer. Sample 
rates to 25 Kbytes/sec with "direct to 
disk" record/playback options. 

VOICE COMMAND software. 


Page 98 


Circle Reader Service #36 



Feel the Power. Experience the Magic. 

★ A swashbuckling adventure that will keep you riveted for hours! 

★ Mesmerizing graphics created by the industry’s top animators. 

★ Stunning music, sound fx and speech adding a "3rd dimension" of play! 

★ Easy to start playing, instantly absorbing, addictively challenging. 

★ NOTE: Former experience with previous Might & Magic's is not required. 

Available at your local software retailer or direct from New World at 1 - 800 - 325-8898 
(or, 1 - 818 - 999-0607 outside U.S.) • P.O. Box 4302 Hollywood, CA 90078-4302 

copyrfght © 1991 Might & Magic is a registered trademark of New World Computing, Inc. • IBM screens shown. Actual screens may vary. 

Distributed in the U.S. by Electronic Arts Distribution. 


ORDERS ONLY 

DISK-COUNT SOFTWARE PRODUCT INFO & OTHER BUSINESS 

908 - 541-8768 


LOWESTDEUVEREDPRICESl WEWILLBEATANYADVERTISEDFfllCE ' 


MASTER CARD, VISA, DISCOVER 
AND AMERICAN EXPRESS 
ACCEPTED WITH NO SURCHARGE 

SHIPPING IS JUST $4.00 PER 
ORDER! NOT PER ITEM 


boxing 

688 Attack Sub 23 

ABC Monday Night Football 37 

ABC Wida World Sport Box 31 

Accu-Waathar Foracast 51 

Action Stations 32 

AD&D; Collactor's Edition 38 

Advanlura of Willy Baamish 37 

AlgaBlastar Plus 31 

Algebra Mada Easy 25 

Aitarad Destiny 35 

Amarillo Slims Dealer Choice 32 

Amarillo Slims Real Poker 19 

Ante up/ Friday Night Poker 19 

Animation Studio 79 

Arachnophobia 19 

Are We There Yet? 32 

Armada 2525 32 

Armor Alley 27 

Armour-Geddon 31 

A-10 Tank Killer 37 

Automap 54 

Back to the Future 2 or 3 25 

Ball Game 31 

Bane of the Cosmic Forge 36 

Bard's Tala 3 32 

Barron's SAT 31 


aces- iris : 

Falcon 3.0 42 

Family Tree Makar 42 

Far Sida Computer Calendar 52 

Firehawk • Thexder 2 21 

Flames of Freedom 31 

Flight of the Intruder 37 

Flight Simulator A.T.P. 37 

Flight Simulator (Microsoft) 41 

Scene^ Disk Pack -A or 6 37 

Franchise PootbaN League 31 

Game Shop (Microsoft) 36 

Gateway to Savage Frontier 37 

Geisha 31 

GeoJigSaw 25 

Gold of the Aztec 31 

Grand Slam Bridge 20 

Gunship 2000 4 2 

Hardball 2 31 

Hard Nova 32 

Hare Raising Havoc 31 

Harpoon Challenge 57 

Headline Harry & Paper Chase 31 


Heart of China 
Hole in One Goff 
Home Alone 
Hoverforce 


Bart Simpson House of Weird 31 Hoyles Book of Games 1 or 2 22 


Battlechess (all versions) 31 

Battlechess 2 31 

Battlefield 2000 37 

Battle Isle 32 

Battles of Napoleon 31 

Battlastorm 31 

Berenstain Bear Counting 1 7 

Berenstain Bear Color 25 

Berenstain Bear Latter 25 

Berlin 1948 31 

Bill Elliott NASCAR 31 

Bill & Ted Excellent Adventure 25 
Black Gold 31 

Blitzkrieg 32 

Bloodwych 25 

Bo Jackson Baseball 31 

Buck Rodgers; Countdown 32 

Bushbuck, Charms, and Viking 31 
Cadaver 25 

Captain Comic 2 1 5 

Cartoon Calendar A Day Plus 1 9 


Castles 37 Legend of Faerghail 32 

Castle of Dr. Brain 31 Legend of Robin Hood 37 

Challenge of Ancient Empire 31 Leisure Suit Larry 1-VGA or 5 37 


Champions 38 

Champions of Krynn 32 

Checkmate 34 

Chessmaster 3000 32 

Children's Writing and Pubi 42 
Civilization 37 

Codenanrve: Iceman 37 

Command HQ 37 

Complete Lottery Tracker 31 

Conan: The Cimmerian 31 

Conflid: Middle East 37 

Conquest of Longbow 37 

Conquest of Comelot 37 

Corporation 31 

Covert Action 37 

Crime Does Not Pay 31 

Crime Wave 37 

Crossword Magic 32 

Crusaders of the Dark Savant 42 
Curse of Azure Bonds 32 

Cybergenic Ranger 31 

Das Boot 32 

Death Knights of Krynn 32 

Deluxe Paint II Enhanced 88 

Demoniak 31 

Designasaurus II 23 

Dick Tracy 31 

Dino Wars 25 

Dragon's Lair 25 

Dragon's Lair 2 37 

Dream Team NBA 31 

Oucktales: Quest for Gold 1 5 

Earl Weaver 2 32 

Earthquest 37 

Eco Phantoms 31 

EcoQuest 1 37 

Eco-Saurus 25 

Elite Plus 31 

Elvira 35 

Elvira 2: Jaws of Cerberus 37 

Entertain. Pak Wind. 1,2 or 3 28 
Eye of the Beholder 32 

Eye of the Beholder 2 38 

E 2 Cosmos 42 

F-1S Strike Eagle 2 34 

F-15 2 Scenario Disk 19 

FI 17a Stealth Fighter 2 49 

F-29 Retaliator 32 


Hoyles Book of Games 3 

Indiana Jones 4 

Instant Facilities Locator 

Ishido: Way of the Stone 

Jack Nicklaus UnlimHed Golf 

J. Nick. Course Disk 3.4 or 5 

J. Nicklaus C^ Art #1 

James Bond: Stealth Affair 

Jetfighter 2 

Jigsaw Pinups 

Joe Montana Football 

Jones in the Fast Lane 

Khalaan 

Kid Pix 

Kid Works 

Killing Cloud 

King's Quest Bundle 

King's Quest 5 VGA 

King's Quest 5 EGA 

Knights of the Sky 

Laffer UtilKies 

Legend of Faerghail 

Legend of Robin Hood 


Lemmings 31 

L'Empereur 37 

Les Manley 2: Lost in L.A. 37 

Lexicross 25 

LHe and Death 2 32 

Lightspeed 37 

Links 36 

Links Course Disk (each) 1 6 

or order 3 or more (each) 1 5 

Loops 27 

Lord of the Rings 2 37 

Lost Admiral 38 

Ml Tank Platoon 42 

Magic Candle 2 38 

Managers Challenge 26 

Gen. Mgr. / wner Disk 1 9 

Mario Andretti Racing 32 

Martian Dreams 37 

Martian Memorandum 36 

Marvin the Moose 1 or 2 31 

Math Blaster Mystery 31 

Math Blaster Plus 31 

Math Rabbit 25 

Math Zone 31 

Mavis Beacon Teaches Typing 32 
McGee at the Fun Fair 25 

Mean Streets 37 

Medieval Lords 38 

Mega Fortress 38 

Mega Traveller 1 or 2 37 

Mickey ABC's or 1-2-3's 25 

Mickey Jigsaw Puzzles 31 

Mickey ABC's Combo Pack 37 

Micro Cookbook 31 

Micro Condensed w/ Desserts 22 
Microleague Football 26 

General Mgr. Disk 1 7 

Midnight Rescue 31 

Mid Winter 31 

Might and Magic 3 38 

Millennium 2200 25 

Mitliken Storyteller 32 

Mike Ditka Ultimate Football 37 

Mission Impossible 31 

Mixed-Up Fairy Tales 31 

Monologue 94 

Monopoly/ Scrabble Bundle 31 

Moonbase 25 


igei’s 

Ninja Turtle: Action 31 

Ninja Turtle: Adventure 31 

Nobunaga's Ambition 37 

No Greater Glory 42 

Nova 9 22 

Nuclear War 32 

Number Muncher 30 

Official Baseball Card Collector 3 1 
B.8. Card CoN. Stat Disk 1 9 
Oirs Well 22 

Operation Combat 31 

Operation Neptune 37 

Oregon Trail 30 

Once Upon a Time 1, 2, or 3 31 

Outnumbered 31 

Overlord 30 

Patriot 38 

Patton Strikes Back 37 

PC Globe or USA 39 

PC Study Bible 90 

Peghole 31 

Personal Pro GoK 31 

PGA Tour GoK 32 

Phonics Plus 26 

Pkk 'n Pile 27 

Planets Edge 38 

Playroom w/ Sound Disk 31 

Ponce Quest 3 37 

Pools of Darkness 38 

Populous 32 

Powermonger 32 

Predator 2 14 

Prehistoric 31 

Print Shop 36 

Print Shop Companion 31 

Print Shop Graphics (each) 22 

Pro Football Analyst 37 

Pro Tennis Tour 2 32 

Quest for Glory 1 or 2 37 

Railroad Tycoon 37 

Random House Encyclopedia 69 
Reader Rabbit 30 

Reader RabbK 2 36 

Read 'n Roll VGA 31 

Red Baron 37 

Red Storm Rising 35 

Riders of Rohan 31 

Rise of the Dragon 37 

Risk 25 

Robosports Windows 37 

Rocketeer 31 

Roger RabbK 31 

Roflerbabes 25 

Romance of the Three Kings 2 42 
Rules of Engagement 38 

Savage Empire 37 

Save the U.S.S.R. 37 

Scabble Deluxe 36 

Second Front 38 

Secret of Monkey Island 2 38 

Secret Weapons of Luftwaffe 38 
Silent Service 2 37 

Sim Ant 37 

Sim City 30 

Sim City Graphics (each) 22 

Sim CKy Windows 37 

Sim Earth 42 

Simpson Adventure 31 

Solidarity 37 

Space Ace 36 

Space Quest Bundle 34 

Space Quest 4 37 

Space Shuttle 37 

Spacewrecked 31 

SpeedbaK 2 25 

SpeHcasting 101 or 201 37 

SpeN-K Plus 31 

SpirK of Excalibur 30 

Star Trek 25th Aniv. 37 

Stellar 7 23 

Stickybear Math Tutor 30 

Stickybear Pre-School 30 

Stickybear Reading Tutor 30 

Stock Market Game 1 5 

Storm Across Europe 38 

Street Rod 2 27 

Strike Commander 49 

Studyware for the ACT 31 

Studyware for the SAT 31 

Stunt Driver 31 

Super Munchers 30 

Super Spellacopter 22 

Super Tetris 25 

Supercourse Software SAT 25 
Swap 3 1 

Tank (new version) 37 

Targhan 25 

Team Suzuki 25 

Team Yankee 37 


Tennis Lup 

Terminator 35 

Test Drive 3: The Passion 37 

Tetris/ Welltris Bundle 31 

Theatre of War 32 

Theme Park Mystery 31 

Their Finest Hour/ Battlehawks 38 
Thunderhawk 31 

Time Quest 37 

Tony LaRussa UKknate Baseball 32 
Tony LaRussa add-on (ea.) 1 5 
Top Gun Dogfighting Simulator 31 
Tracon 2 31 

Treasure Mountain 31 

Treehouse 37 

Troika 22 

Trump Castle 2 31 

Tunnels of Armagedon 27 

Twilight 2000 37 

UKima 6 40 

UHima 7 48 

UKrabots Sanction; Earth 37 

U M S 2 37 

U.M.S. 2; Planet Editor 31 

U.S. Atlas 38 

Vaxine 24 

Vengeance of Excalibur 30 

Warlords 32 

Wayne Gretzky Hockey 2 35 

Hockey League Simulator 26 
Welltris 22 

Western Front 37 

What's My Angle 31 

Where Is Carmen Sandiego 

in America's Past 36 

in Europe 3 1 

in Time 31 

in USA 31 

in World Deluxe 49 

White Death 32 

Wing Commander 42 

Mission Disk 1 or 2 19 

Wine Commander 2 49 

Speech Disk 1 5 

Wizardry Trilogy 31 

Wolfpack 35 

Wonderland 37 

Word Muncher 30 

Wordtris 25 

World Allas 38 

World Class Soccer 26 

Writer Rabbit 31 

Wrath of Demon 31 

Xenocide 28 

X-Men 2 25 

Yeager's Air Combat 38 

Your Personal Trainer S.A.T. 31 
Zeliard 22 


386 Max 
Above Disk 61 

Above UtilKies 51 

Adobe Type Manager 61 

After Dark for Windows 29 

Automenu 35 

Bannermania 22 

Becker Tools 75 

Calendar Creator Plus 49 

Cartoon Calender A Day Plus 1 8 


1991 Grolier Encyclopedia 2 

Allas Pack 

Battlechess 

Bible Library 2 

Bookshelf 1 

BrKannica Famity Choice 1 

BrKannica Famity Doctor 1 

C D Game Pack 
Compton's Family Encydop. 4 

Conquest of the Longbow 
Corel Draw 4 

Jones in the Fast Lane 
Kings Quest 5 
Mixed Up Mother Goose 
MuKimedia Beethoven Ninth 
Multimedia BooksheK Wind. 1 

Reference Library 
Space Quest 4 
Stat Pack 
Stellar 7 

Time Magazine Almanac 1 

Time Table of History 
U.S. Atlas 

World Atlas 

Drives include Interface Cards 


Carbon Copy 115 

Central Point Anti Virus 77 

Colorix 95 

Copy II PC 27 

Correct Grammar /Windows 62 
DefinKions Plus 60 

Deluxe Paint II Animation 88 

Desqview 79 

Desqview 386 125 

D R DOS 6.0 69 

Dvork on Typing 31 

Express Publisher 95 

Facelift 6 5 

Far Side Computer Calendar 52 
Geoworks Ensemble 119 

Grammatik IV or Windows 57 
Hijaak 99 

Inre Select 95 

Laplink 4 Pro 89 

Lotus Works 84 

Microsoft Quick Basic 65 

Microsoft Quick C 65 

Money Counts 27 

MS DOS 5.0 59 

MS DOS 5.0 Upgrade 64 

Norton Utilities 115 

PC Anywhere 4 95 

PC DOS 5.0 Upgrade 55 

PC Kwik Powerpak 69 

PC Paintbrush 4 61 

PC Paintbrush 4 ♦ 114 

PC Tools 99 

PFS: First Choice 75 

PFS; First Publisher 75 

PFS: Window Works 105 

Printmaster Plus 36 

Print Shop 36 

Procomm Plus 2.0 69 

QEMM 61 

Q DOS 3 46 

QRAM 49 

Quicken 38 

Quicken for Windows 38 

Quicken Quick Pay 34 

RBase Personal 97 

RightWrIter 55 

Software Carousel 59 

Stacker 79 

Stacker w/ 8 BK Card 129 

Turbo Cadd v2.0 85 

Turbo EMS 52 

Windows 3 90 

Winfax Pro 74 


External CD ROM Drive 
Internal CD ROM Drive 


CDD401 External Drive 
CDD461 External Drive 


CD^73 External CD ROM 
CDR-83 Internal CD ROM 
TDSHBq 

Internal CD ROM 
External CD ROM 


SOUND CARDS 


ADUB 

Ad Lib Sound Card 79 

Ad Lib MicroChannel 139 

Personal Cmptr. Music Syst. 1 1 8 
Ad Lib Gold 1000 CALL 

Ad Lib Gold 2000 CALL 

Ad Lib MIDI KK CALL 

Instrument Maker 32 

Pop Tune 26 

Programmers Manual 26 

Visual Composer 64 

Visual OomMser/ MIDI Suppl. 26 
CCMOX 

Sound Master 2 145 


Sound Blaster MicroChannel 219 
Sound Blaster Pro 195 

Midi Connector (5 in 1 out) 79 
Midi KK (1 in 1 out) 59 

Software Developers KK 80 
Voice EdKor 52 

MEDIAVISION 

MuKimedia KK w/ Pro Sped. 719 
Pro Audio Spectrum 239 

Thunderboard 99 


Appoint Mouse Pen Pro 
CH RoRer Mouse Serial 
CM290E Mouse 
Expert Mouse Serial 
Koatapad * w/ Dr. Halo 
Microsoft Mouse 
Mouseman Serial 
Mouse Systems PC Mouse 3 
Mouse System TrackbaH 
Trackman Serial 

Frecom Fax 96 
Frecom Fax 96 Oneliner 
MaxFax 9624 Fax/ Modem 
Practical Peripherals 
PM 2400 Internal 
PM 2400 External 
US Robotics 
Courier 2400 
Courier 2400 w/ MNP 
Sportster 2400 Ext 
Sportster 2400 InL 
Sportster 2400 w/ MNP 
Zoom External 
Zoom Internal 

Complete Han Page Scanner 
Complete Hand Scanner 
Mouse Pagebrush 32 
Niscan Scanner w/ OCR 
Scanman 32 
Scanman 256 

Scanman 256 MicroChannel 


LAPC-1 

Midi Connector Box 


MIDI INTERFACE 


MIdiator (Serial for Laptops) 95 
MUaCOUEST 

PiTMidrCard 95 

MQX-16 145 

MQX-32M 245 

ROLAND 

MPU-IPC 135 

MPU-IMC 245 


Vm.VETONE 
Cakewalk Appr 


Apprentice Starter 145 


Jr-22/ Pack w/ Sequencer 1 29 

Sr-22 Pack w/ Sequencer 1 99 


Cadenza 

DRT. 

Copyist Apprentice 
Copyist Pro/ DTP 


Pii^ K by Ear 
Rh^hm Ace 


Encore 

Master Tracks Pro/ Wind. 
Trax for Windows 
PGMUSIC 
Band in a Box 


Music Printer Plus 


Cakewalk 
Cakewalk Pro 
Romeo 


Eliminator 33MHz Card 
Gravis Joystick 

BQt£mL 

Warrior 

cy/ffqygTS 

Flightstlck 

Game Card 3 Automatic 
Mach 2 
Mach 3 


KC3 Joystick 
Thunderstick 
MAXX 

Maxx Flight Yoke 
Maxx Pedal 


SKINS & PADS 


Dust Covers 

Kwboard 1 2 

CPU & Monitor or Printer 1 5 
Grounded Wrist Straps 9 

Keyboard Skins 

(specify make & model) 1 5 

Statx: Pads 

Small- Keyboard 1 2 

Large- System 1 5 


MASTER CARD. VISA, DISCOVER. AND AMERICAN EXPRESS ACCEPTED. NO SURCHARGE ON CREDIT CARDS. NO C.O.D.'S BY MAIL; P.O. BOX 3. CARTERET. N.J 07008. ALL PRODUCTS ARE NEW. 
WE DO NOT GUARANTEE COMPATIBILITY. NO REFUNDS! EXCHANGES ON DEFECTIVE MERCHANDISE ONLY WITH THE SAME ITEM . R.M.A. REQUIRED. NO EXCEPTIONS. "SHIPPING CHARGES: TO 
THE CONTIGUOUS 48 STATES $4 PER ORDER. ALASKA. HAWAII AND PUERTO RICO $10 1st PC. $1 EA. ADD. APO/FPO BOXES $6. PER ORDER. CANADA $8 1st PC. $1 EA. ADD. TWO DAY AND OVERNIGHT 
SERVICE AVAILABLE. N.J. RESIDENTS ADD 7% SALES TAX. CALL FOR CURRENT PRICE AND AVAILABILITY. ‘DOES NOT INCLUDE CLOSEOUTS. LIQUIDATIONS. OR LIMITED QUANTITIES 







Scorpion ’s MaiC 


W ell, here we are on the brink of 
the usual pre-Christmas game 
release extravaganza. Good 
thing Fred and 1 did some cleaning ear- 
lier this year; 1 have the feeling we’ll be 
needing the room pretty soon now. One 
of these days, we’re gonna have to en- 
large this back room. (Either that, or 1 
give up my packrat habits and clean out 
even more old letters.... Guess we’ll have 
to make the room bigger, after all!) 

Since the new games are just starting 
to appear as 1 write this, the current mail- 
bag is pretty much devoted to the older 
ones, with the exception of the bug alert 
for Might & Magic III (noted below). 

Before we get to the hints, however, 
once again, the reminder that people 
who live in the United States must 
enclose a self-addressed, stamped en- 
velope when they write to me for hints. 
Just last week, 1 received two letters on 
the same day which did not include 
SASEs. Please remember to include that 
SASE; otherwise, you won’t get a reply. 
(This does not apply to readers in 
countries outside the U.S.) 

Might e Magic III; This one is very 
new, and no questions have shown up 
yet, but there are some problems with it 
that have surfaced even in short-term 
playing. If you come across either or 
both of these, you may wish to send 
your disks back to New World for re- 
placement. (They are aware of the 
problems and working to correct them.) 
Problem #1 is with the Greek brothers. 
Alpha, Beta, etc. A quest in the game re- 
quires talking to all of them, but the pro- 
gram will not recognize the fact that 
you’ve seen the one in the town of Wil- 
dabar. This is relatively minor. 

The more important one by far occurs 
in the Dark Knight dungeon (the one 
with the red shield on the door). The in- 
structions on the statue of Ivory Billow 
may be wrong. The correct instructions 
for figuring out the answer are: “Count 
the secret number with Fire Hood and 
Desert Breeze, but deduct Forest Green, 
Frost Wing and Phantom Sorrow. Multip- 
ly by Shadow Grave.” That will do it for 
you. Oh, and don’t forget the secret num- 
ber; it’s practically right there in front of 
you. 


Countdown: People are having some 
trouble getting out of the wine cellar. 

Gee, with all that good liquor down there, 
why would they want to? (heh) For those 
who do want to leave, 1 recommend 
moving things around. You never know 
what might be uncovered (like hints for 
operating the secret door to freedom, for 
instance). Left to right, top to bottom. 

Spellcasting 101; It’s sort of amazing 
(ahem) how many are having difficulty 
with the Maize Room. Wasn’t so long ago 
I gave a hint about that here, and now 
I’m doing it again. Maybe its very 
simplicity is the problem. Really, this is 
easier than it looks. Just map out the 
rooms carefully. There are no tricks here; 
the rooms are laid out in a very 
straightforward manner. When you’re 
done, look at the letters. Those letters 
are important. That’s all I’m going to 
say— there’s no need for me to spell the 
whole thing out for you. 

Martian Dreams; There is only so far 
you can go in this game, and then you 
have to rescue all the humans trapped in 
the Dream World. Until you do that, there 
is no way to melt the ice caps (among 
other things). Using the machine in Hel- 
las is no big deal, but the one in Elysium 
is another matter. You need to talk to all 
the Martians in the Hellas dream world 
first. After you have a Martian of your 
own (so to speak), go back and talk to 
them again. 

Eye of the Beholder; Continuing the 
series of hints for the special bonuses, 
here’s an outright answer: the final bonus 
(level 12) requires spiking Mr. Eyes in 
his own trap. Not an easy thing to do, 
and you must have the wand of Silvias 
(and quick footwork) to pull this one off. 
For the bonus on level 8, look for a room 
with many inactive flame gauntlet holes 
on the walls. What to do there, however, 
is something I’ll let you figure out (hehe). 

Bane of the Cosmic Forge: Still 
popular, judging from all the questions 
that keep arriving in my box. One dif- 
ficult point is dealing with Bane and 
Rebecca in the fight at the end (one en- 
ding, anyway). Only stakes and holy 
water are going to work here. Also, if you 
have the silver cross, this needs to be 
used in the first round of combat. (I am 


Game Hints 



seems to help.) Rnally, keep in mind 
that stakes are like daggers, so a good 
skill with daggers is helpful. (However, 1 
hear this may have been changed in 
other versions, and you may need a dif- 
ferent skill to use the stakes effectively.) 

King’s Quest V: Those who are 
having trouble getting out of the tavern 
cellar are advised not to step into the 
tavern (grin). At least, not until you’ve 
been through the desert, the forest and 
the elves’ place, and you’ve done a kind 
deed for a certain small critter. Other- 
wise, it’s pretty much curtains for poor 
Graham. 

Quest For Glory II: When dealing with 
the fire elemental, you only need one 
pouch of incense. If you have more than 
that, you may experience problems in 
catching the elemental. One pouch, 
properly used, is all you require. Of 
course, you also have to have something 
to trap it in, and a little something to 
chase the elemental into the item. Both 
of those are fairly obvious, if you con- 
sider the nature of the elemental, and 
have had a chat with Aziza. 

Tlmequest: Some folks are having a 
hard time with the Churchill broadcast. 
They can’t figure out how to stop Hitler 
from hearing Churchill’s retraction. Well, 
you certainly aren’t going to accomplish 
much by sticking around in Dover. 
Remember that different places also have 
different times. (There’s more to this 
time travel business than meets the eye 
sometimes.) 

Well, that’s it for this look into the mail- 
bag. Remember if you need help with an 
adventure game, you can reach me in 
the following ways: 

On Delphi: Visit the GameSIG (under 
the Groups and Clubs menu). 

On GEnie: Stop by the Games Round- 
Table (type: Scorpia to reach the Games 
RT). 

By U.S. mail (enclose a self-addressed, 
stamped envelope if you live in the G.S.): 

Scorpia, PO Box 338, Gracie Station, 
New York, NY 10028. 

Until next time, happy adventuring! cow 

Copyright 1991 by Scorpia, all rights reserved. 


December 1991 
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In a V\/ord, “Yes!” 

Spectrum HoloByte*s Wordtris 

by Michael S. Lasky 


G lasnost, comrades, helped make 
Tetris the first Soviet computer 
game to become a major success 
in the G.S.— indeed, worldwide. With sales 
of legitimate copies now in excess of 
280,000, according to tl.S. publisher 
Spectrum HoIoByte, Tetris holds the un- 
fortunate record of being the most 
pirated computer game in the world. 

Like all modern entertainment succes- 
ses, Tetris has not only spawned sequels, 
but its massive and unequalled 
popularity certainly produced myriad 
copycat— licensed and unlicensed- 
clones. It also has three spinoffs of its 
own. Directly on the hot success of 
Tetris was Weiltris, a 3D-well version 
that was fun, but too difficult for people 
who were still trying to win at the first ver- 
sion. The second offspring. Faces, was 
released in 1 990 and named arcade com- 
puter game of the year by the Software 
Publishers Association. Now comes 
the latest sequel— and the cleverest: 

Wordtris. 

For the (possibly) 17 gameplayers in 
the world who don’t know how a Tetris 
game works, here it is in a text byte: 

Various sets of rectangles fall from the 
top of a computer screen to land on the 
bottom. The player attempts to align a 
row of these cubes across without an interruption. 

When a line is formed, it disappears and the player 
gets points. Sounds easy, right? The catch is that 
not all the shapes fit so easily and the player must 
manipulate them so that they do. As points mount, 
the speed of the falling shapes increases, requiring 
great dexterity and sharp spatial reasoning. 

Wordtris does this concept one better. Instead of geometric 
shapes falling, letters fall and the player is required, in the Scrab- 
bie tradition, to create words across and down. The letters fall to 
about center level— the base line. Below is a pool into which let- 
ters sink as other letters fall on top of previously dropped ones. 

So now, as if the spatial reasoning and quick reflexes that 
Tetris demanded weren’t enough to keep a gamer busy, one 
must be able to spell. With the 60,000-word dictionary that 
comes built in, as well as the player dictionary editor, words of 
three letters or more are instantly recognized when they get to 
the base line or below. So players must be very careful how they 
arrange larger words that include three-letter words. 

Wordtris, like its predecessors, is as infuriating as it is incredib- 
ly addictive and, like its forebears, is popular with players for its 
utter simplicity of design and play. There are no space aliens to 
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shoot down and no monsters chasing the 
cursor around the screen, ready to slay 
or flay the hero. No secret mazes. No 
violence. It is simply the player’s abilities 
with cursor keys and making split-second 
decisions against the clock. Indeed, it is 
that speed that makes the Tetris games 
so exhilarating. 

What takes this game beyond the ordi- 
nary are the variations and user cus- 
tomization capabilities it comes with. 
Gamers can use the keybpard, a mouse, 
or a joystick to move the letter cubes 
about the screen. They also handle the 
preference pointer on the opening and 
drop-down menus used for customizing 
the game to a player’s desire. 

While the mouse is handy for pointing 
the cursor/arrow in the menus, it per- 
forms a bit too loosely in the actual 
game. Stick to the keyboard for more ex- 
acting control. 

Players are able to select a game mode 
for individual against the computer; com- 
petitive (with two players using the key- 
board at the same time), cooperative 
(again with two players, but this time 
each helping the other) and tournament 
(up to four players, taking turns at the 
same keyboard). There is also head-to- 
head Wordtris in which two players, 
each on a different computer, play simultaneously 
for the best score (requiring two copies of the pro- 
gram and modems on both computers). 

Other customizing controls include setting time 
limits, limiting the use of repeat words and select- 
ing difficulty levels. There are enough options to 
keep the game from ever getting stale with 
repeated replays. The variations are limitless. 

Like Scrabble or any crossword puzzle, as the letters land they 
form the words that the players create— and then some. Inadver- 
tently created words will appear in the well beneath the user-con- 
trolled base line and count just the same. In fact, when the end 
of the game looks near, words form and often give the gamer 
new life and more points as well. 

Another twist is the magic word. Depending on the difficulty 
level chosen, a word of five to seven letters will be shown at the 
top of the screen. If the word juggler can form it, all letters on the 
screen are erased, and the point value of each letter— whether in 
a word or not— are earned. 

Tetris was a classic game. Wordtris does it one better. Does 
that make it a better classic? In a word. Yes! caw 

Circle Reader Service #98 » 
Computer Gaming World 



TITLE: 

Wordtris 

SYSTEM: 

IBM, Macirttosh 

# PLAYERS: 

1 {or 2 with modem) 

PRICE: 

(44.95 

DESIGNER: 

Sergei L. Utkin 
and Vjacheslav A. Tsoy 

PUBLISHER: 

Spectrum HotoByte 
Alameda, CA 













Congratulations - it's 1995 and you've been selected for the hottest seat 
in helicopter history; the cockpit of the Pentagon's new AH-73M 
Thunderhawk'*! So zip up your flight suit, adjust your sunglasses, and 
control your nerves 'cause this one makes Nam 
look like a day at the beach! AH-73M 
Thunderhawk is the most advanced 
helicopter combat simulation 
ever brought to 
the computer 
screen. 


(R) 

Available soon for IBM and Amiga. 
Thunderhawk is a trademark of 
Virgin Games. Inc. 

Virgin is a registered trademark of 
Virgin Enterprises, Ltd. 

©1991 Virgin Games and 
Core Design. All rights reserved. 
Virgin Games, Inc. 18061 Fitch Ave. 
Irvine, CA 92714 1(800)VRG-IN07 


:/ 

./ 

Thunderhawk™soars above 
the rest with these 
features: 

A helicopter armed with the 
latest in weaponry, 
electronic countermeasures, 
functioning displays and 
computer-aided targeting 
systems. 

Realistic missions involving 
actual military conflicts and 
contingency plans. 

true interactive "world" 
outside your cockpit, with 
other locations and 

that respond to 
your actions. 

Campaign scenarios with 
a multitude of missions. 
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Over There 


ProFlight to the Stars 

by Paul Rigby 



Crime Time 
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Seigemaster 


O ne of the most surprising pieces 
of software to appear in the CIK 
over the past year has been Pro 
Fiight, a Panavia Tornado flight 
simulator from HiSoft (a company that 
obviously considers the design of their la- 
BeLs vEry cAreFulLy). The release is 
“surprising” because HiSoft is known 
more for their 16-bit languages (C, 

BASIC, assembler, etc.) on the Amiga 
and ST platforms. 

With ProFlight, HiSoft has attempted to 
provide the simulation enthusiast with a 
flight simulator that approaches the 
military realm in a similar fashion that 
Microsoft/BAO approach the civil arena 
in Flight Simuiator. 

Arriving in a sturdy box and a profes- 
sionally ring-bound 174-page manual, Pro- 
Flight contains a mass of features includ- 
ing— deep breath: drag due to landing 
gear, air brakes, elevators, tailerons and 
rudder; varying wind and turbulence; mul- 
tiple-view options; correct effect of 
tailerons, elevators and the like at all 
angles; full aerobatic capability; auto rud- 
der, wing sweep plus bank and pitch 
limiters; wing lift for sweep and flaps; in- 
duced and profile drag from wing sweep- 
back and flaps; deflection and radar- 
elevated gun sights; navigation aids, 
waypoints, distance measuring equi[> 
ment, heading and bearing; four-function 
autopilot and three-function throttle; ac- 


curate star map for 1 January at latitude 
51.5 degrees Morth; yawing moments for 
rudder demand and slip, etc. 

There are reports that scenery disks will 
be available later. ProRight is currently 
available for the Amiga 500 and 3000 
and ST (color low-res or monochrome hi- 
res) or even the Atari TT. Although one 
can buy ProRight from the addresses at 
the end of the column, interested per- 
sons may wish to give HiSoft themsel- 
ves a ring at 01 144 525 718181. 

The German software publisher Stai^ 
byte is unleashing a hatfull of games 
onto an unsuspecting public— available 
on Amiga, K! and C64, with ST soon. 

The first of the four to be released is 
Spirit of Adventure. 

The plot is fairly interesting. The world 
of Lamarge once was in the gods' favor. 
The gods protected the country and its in- 
habitants from all dangers, but time 
passed and the gods turned away from 
the people of Lamarge. Don’t ask why (1 
just got here). The land was devastated 
and Melfur, the mountain of sacrifice, ex- 
ploded into many different fragments. 
Only a few were aware of the magic 
power of the rocks, later known as runes. 

Eventually, those who managed to col- 
lect three runes were allowed to enter 
temples and share in the power. Once it 
became known that this was possible, 
both the forces of good and evil began to 
attempt to own and control the runes. 
Over the centuries, the mnes became a 
religion. This resulted in the runes' cus- 
todians, the priests, turning into an impor- 
tant political power. 

Meanwhile, at the same time, the 
Brotherhood of Dreamers was founded. 
Many people become addicted to the 
drug Opitar and only the Brotherhood 
knew its composition. Thus, the decay of 
the reich had started. (One would never 
guess this game was from Germany.) 

The task? (Trumpets, please)... Take 
over a group of up to six characters, find 
the origin of the drug and destroy the 
brotherhood. 

Spirit of Adventure includes dozens of 
monsters, eight different classes of char- 
acters, 3-D views of cities and dungeons, 
more then 100 spells and the magic of 
the runes. 

In Crime Time, the player wakes up in 
a dirty little hotel room and doesn’t quite 
remember how he or she got there. 
(What’s new, eh?) The player is sure, 
though, that he or she must have been 
drinking quite a bit (again, what’s new?) 
but just can’t recall any details. 
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Last night there was a murder and the 
protagonist is supposed to pay for it. The 
piayer's on-screen character is not guiity, 
though. Yet, the piayer must prove his in- 
nocence. Mow if oniy more time was 
avaiiable.... 

Crime Time is a text/graphic adventure 
with a graphics window dispiayed on the 
upper area of the screen and a move- 
ment rosette at the bottom ieft. To the 
lower right comer wiii be found a list of 
suggested actions, verbs and so on. 

In Return of Medusa, one can’t keep a 
bad woman down. She’s sleek, she’s 
foxy, but the bad thing is— she’s 
baaaaack. That’s a real downer. With im- 
proved graphics that inciude 3-D dun- 
geons and other features such as share 
specuiation and gambiing, the Return of 
Medusa is set 300 years iater— in exactiy 
the same piace. The evil returns into a 
time where crime, drugs and vioience 
dominate everyday life... into a time 
without hope. 

Meanwhiie—" ...and they wili spread out 
and sow the seeds of damnation in ever- 
growing circies. (Jniess somebody recog- 
nizes the danger and begins to act, there 


wiil come countless nights with a moon 
wrapped in clouds and a wind moaning 
its death chant...” 

In Lords of Doom, the player takes con- 
trol of two characters, Sharon and Char- 
lie, and ieads them in their crucial fight 
against time and evil. The task is to 
solve a plethora of puzzles whilst trying 
to find the Lords of Doom in order to put 
an end to this dreadful nightmare. An ad- 
venture that wiil keep one in suspenders, 
there’s no doubt about it. 

From Vulture Publishing in the UK 

comes Seigemaster. The piayer is asked 
by the spirit of his wizard father to bring 
greatness back to the downtrodden 
peopie. The wizard wiil lead the player 
through 100 tasks culminating in the 
defeat of yet another UBG (Ultimate 
Bad Guy). On the way, the player will 
learn the art of seigecraft and how to live 
off the iand. An RPG taking an isometric 
viewpoint, the player can lead a party of 
up to ten characters and there are over 
ten (eleven?) castles to lay under siege. 
Availabie now on the Amiga and ST for 
£25.99. 

Anyone who would like to contact me 


can do so on CompuServe 
(75300,1503) or by mail to 20 Malvern 
Road, Liverpool, England, L6 6BW. 
(Please include two international reply 
coupons if you would like a reply.) 

Note: The above games, and any of 
the other games mentioned in “Over 
There" in past issues, can be obtained 
from: 

Computer Adventure World, 318 Ken- 
sington, Liverpool, England, L7 OEY. 
Telephone: 01 144-51-263-6306. 

Miles Better Software, 219/221 Can- 
nock Road, Chadsmoor, Cannock, Staf- 
fordshire, England, WSl 1 2DD. 
Telephone: 01 144-543466-577/8/80, 
Fax: 01 144-543466-579. 

Premier Mail Order, Trybridge Ltd., 8 
Buckwins Square, Burnt Mills, Basildon, 
Essex, England, SS13 IBJ. Telephone: 

01 144-268-590-766, Fax: 01 144-268-590- 
076. 

All of the above telephone numbers as- 
sume you can dial direct, if you have any 
trouble contact the international operator. 

cew 



ction! 


You have NIEVER played a gaie like 

In this courtroom drama, you must defend an innocent man charged with 
the murder of a Beverly Hills heiress; your performance determines his fate. 

The facts and testimony change each time you play. The simulation is so 
accurate that the game is being used by trial lawyers educational 
instutions. Yet it's addictive fun for everyone. 

The Rules of Evidence for Witness Testimony \s a handsome book that 

comes with a colored binderand a luxurious interior-a must for attorneys, vga screens shown 
law students, and all armchair defense lawyers. The game and book were 
written by/\shley S. Upson Esq., author of two other books on evidence. 

OBJECTION! works or\ a\\ IBM compatibles and comes with disks for both 
3 1/2" and 5 I /4" floppy drives. 




JUDGE FOR 
YOURSELF. 


□ The Game - $49.95 +$4 shipping & Handling 

□ The Rules of Evidence for Witness Testimony \s $54.95 +$6 s&,h 

□ Save money by ordering Game & Book together - $89.00 +$io S&.H 


To order OBJECTION! 

Mail Check or Money Order to: 


Call: 1 - 800 - 462-1606 


••• 


rRANSMEDIA 27404 Drake Road 
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Review 


Chronological Kleptomania 


Broderbund*s Where in America’s Past is Carmen Sandiego? 

By David M. Wilson 



I t could be “High Noon” or “Custer's Last Stand” for Carmen 
Sandiego. In fact, the matron of mischief may try to steal the 
golden spike from the transcontinental railroad or the Constitu- 
tion itself, since the latest capers for Broderbund’s cultural kle|> 
tomaniacs occur throughout the time continuum of American his- 
tory. Where detective players once spanned the globe to foil her 
V.I.L.E. (Villains’ International League of Evil) “five-finger dis- 
counts” of national treasures, they started to traverse the times- 
capes of world history in order to pull off their chronological 
crimes in Where In Time Is Carmen Sandiego?. Now, player 
gumshoes must foil her historical heists by chasing her across 
the space and time of the United States of America. 

Historical Roots 

Broderbund’s Where in America's Past is Carmen San- 
diego? is their latest offering in this quality educational series (a 
series of computer games which, in turn, has spawned its own 
television series). As in previous “Carmen” waves, the stu- 
dent.. .er... player signs on with the ACME detective agency and 
receives a case assignment which starts said player PI on his/her 
investigation. In the course of the investigation, players will at- 
tempt to track down V.I.LE. henchmen with such humorous 
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TITLE: 

Where in America's Past is 
Carmen Sandiego? 

SYSTEM: 

IBM 

COPY PROTECT: 

Document Look-Up 

PRICE: 

$59.95 

DESIGNERS: 

Claire Curtin, David Ross, 
Leila joslyn, Tom Rettig, 
and Ann Kronen. 

PUBLISHER: 

Broderbund 

San Rafael, California 



names as: Casey Rah Sirah, Leif Malone, Phil R. Yup, Della Kites- 
sen, and Rhoda Lottamiles. The goal in this historical scavenger 
hunt is to offer players an appreciation of America’s colorful 
past, geography, and culture. 

Activating the Chronoskimmer (i.e. time machine), previously 
used in Where In Time Is Carmen Sandiego?, players do the 
“Quantum Leap”-frog and follow the clues. Thus, players are able 
to gather clues and guess the next place and time to search. As 
the player gathers clues, they input them into the game’s now- 
standard crime computer so that it can analyze the clues and, 
eventually, create an arrest warrant. 

The challenge of the game, as it is in all Carmen Sandiego 
products (whether they are purchased as a stand-alone game or 
played on the Prodigy Interactive Service), is to follow the line 
of evidence until one has sufficient clues for the “crime com- 
puter” to issue that arrest warrant. The player loses the game if 
he or she is unable to follow that line of evidence and earn that 
warrant. Indeed, if the player even happens to discover the loca- 
tion of Carmen’s henchman (or henchwoman) before getting a 
warrant, the villain will leave a nasty note reminding the player 
that a warrant is necessary and the player automatically loses 
the case he is working on. 

Printing Press 

This time, the game’s documentation is craftily designed to 
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The New Affordable P.C. Sound Standard 
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SOUND COMMANDER 

is a plug-on board for your 
*IBM PC, AT, 386, 486 Computer. 
It supports most Educational, 
Games, Presentation and busi- 
ness software that incorporate 
Music, Synthesized Voice and 
Sound. 


Version 2.0 
(uilth Monolo9ue) 


Exciting Features 

• PC Standard FM Music 

• Software Volume Control 

• Playbock Digitized Voice 

• Ver. 2.0 bundled with Monologue 
Text-to-Speech software 

• High quality Sound 

• Bundled with CD Studio, 

FM Song Player for UJindows, 
Kn-Rn-0-K€ (Sing-fllong) 

• Bundled with a pair of 
high quality Speakers. 

AU. SPECIFICATIONS, FEATURES AND CONTENTS ARE SUBJECTED TO CHANGES WITHOUT PRIOR NOTICE. 
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Monufocturer : Medio Technology (S) Pte Ltd • 37 Kollong Pudding Rood, Tong Lee Building, BIk B #03-05 Singapore 1334. Tel : 744 8414 Fox ; 747 0698 
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Review 


resemble an old western newspaper. The clearly written instruc- 
tions are a refreshing change from many quickly written and 
garbled game manuals. Along with the “newspaper,” there are 
also cards which depict and describe each V.I.L.E. 
henchman/henchwoman in Carmen’s gang. Each card has a tin- 
type-style photograph of the baddie along with a witty description 
of the individual villain. 

The information on the cards is not only well presented, but it 
also assists players when it is time to issue a warrant. 

As a teacher, one can appreciate the fact that the game offers 
enough of a leisurely pace that players/students have time to util- 
ize the reference book included in the game box. What hap- 
pened When, A Chronology of Life and Events in America by 
Gorton Carruth. This thick (over 1400 pages) paperback is essen- 
tial for gameplay, as well as being a handy reference book for 
any would-be historian’s library. Naturally, one of the purposes of 
the game’s design is for players to learn salient facts, pertinent 
dates and some (J.S. geography, but the design also provides ex- 
cellent opportunities for them to learn how to use an index or 
quickly peruse an atlas. In our learning center, we find it exciting 
to see students not oniy play the game, but use their free time to 
read up on some of the events they have encountered in the 
course of the game. Encouraging research is certainiy one of the 
game’s strongest attributes. 

Judgment of History 

The program is more than educational, however; it is also high- 
ly entertaining. Delightfui artwork decorates the game, as do 


cleverly animated segments that demonstrate to detectives 
whether the correct course of action is being followed or not. The 
humor keeps the educational aspects of the game from bogging 
down too quickly in pacing or overtly pounding the stu- 
dent/player over the head with its lessons. 

Alas, after a time, any Carmen game becomes disconcertingly 
similar to adults and older players. One garners the impression 
that Where in America’s Past is Carmen Sandiego? probably 
doesn’t have enough specific knowledge to assist high schoolers, 
for example, in passing history exams. In fact, the game design 
seems, instead, to focus on a rudimentary understanding of the 
chronology of American history, such that an adult with a fairly 
basic knowledge of history can sit down and play the game with 
only a rare glance at the accompanying reference book. 

A helpful option would have been to allow the player to set the 
game to remain in a particular time period in order to make a 
thorough study of that particular time period, rather than jump- 
ing ail over America’s past. This would assist the student who is 
studying a particular time period to gain a more detailed 
knowledge of a specific subject area. 

All criticism aside, the game is excellent at what it was 
designed for. It stimulates an interest in and provides a concep- 
tual framework for studying America’s history. Indeed, students 
in our learning center not oniy “Quantum Leap”-frogged through 
the game, but they were stimulated enough to leap from the 
game’s reference book to encyclopedias and other references. In 
this teacher’s mind, anything that can motivate a student to per- 
form independent research is great! caw 
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$ 19 . 99 ! 

Plus Shipping & Handling 




Here’s how it works : 

1 . Attach Your Joystick to 
the T.C.S. by using the large 
Velcro pads provided or the 
Suction cups on your Joystick! 

2. P/ace the T.C.S. on 

your chair and straddie it 
with your legs! 

3. Take Control of your 
favorite computer game right 
from your computer chair! 


Turns your Joystick into a 'Flight 
Stick’ with Flight Simulators! 

Allows simultaneous use of 

Keyboard and Joystick! 



Or send 


1 - 800 - 962-6107 

Visa - Mastercard orders only 

Licensed to Duggan DeZign Inc, by J.V.W. Enterprises Inc. Patent 4,494,754 & 0276,102 


(Joystick not included) 

$19.99 + $3.90 S&H to: 

Duggan DeZign Inc. 
300 Quaker Lane STE#7 
Warwick Rl 02886 
(401) 823-8073 
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Magic Tricks on 
your PC HI 

The only program in the world 
that can perform magic.'.” 

For the first time ever, your PC will amaze 
your friends with 10 stunning tricks, 
including mindreading, ESP, predictions. 
X-ray vision, and more. Easy to learn. 
Comes with instruction manual and props. 

$48 

+$5 shipping/handling 

FREE for puzzle lovers: 

The Devil's Triangle! 

The most diabolical 
puzzle you'll ever solve.' 

Makes a great birthday, Christmas, or 
back-to-school gift for the magician in your 
family. Ages 12-adult. 

Send check or money order to: 
MicroMagic Productions 
175 5th Avenue Suite 2625 
New York, NY 10010 
(212) 969-0220 

Requires IBM PC or compatible with VGA, 

. . EGA or CGA. Demo disk with 1 trick also 

y available ($8 + $5 s/h). 
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Our games are 
serious business 

Villa Crespo Software presents a trio of exciting new products for your computer. We are 
the leading publisher of casino gaming software. Our guarantee: the finest in entertainment 
and professional instruction. Our critically acclaimed products are recognized for their 
substance and depth of features. Now, you can gain the winning edge! 

And you will have fun as well. Your computer comes alive with casino realism. Built-in 
tutors and on-line help increase your skill level. Expert endorsing professionals provide you 
with proven techniques. 

Amarillo Slim, Stanford Wong, and The Gold Sheet invite you into the world of real casino 
gaming. The action is about to start . . . Join us now. 


"With the most opponents, most options, and best gameplay, Amarillo Slim Dealer’s Choice 
wins the pot, hands down!” — Computer Gaming World Magazine 

"The quality and versatility of Stanford Wong Video Poker make it a must for players of any 
skill. Video Poker is entertaining and is fast becoming the most popular of all casino games.” 
— Casino Player Magazine 

"For statistics and handicapping, nothing we have seen comes close. 

In actual use ourselves, we found The Gold Sheet Pro Football Analyst 
accurate, easy to use, and rewarding.” — Western Gambler Magazine 

Available at all leading software dealers. 

For information write, or call 1 - 800 - 521 - 3963 . 

1725 McGovern St. .Highland Park, IL 60035 [■■H'rlTMdbId 
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Countdown 37 
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Links 38 


CAPE COD CONNECTION 

MAIL ORDER SOFTWARE . GAMES . CLOTHING & ACCESSORIES 

21 Pleasant View Avenue • Falmouth, MA 02540 

MasterCardA/ISA - Check/Money Order accepted. Ship by UPS - FEDEX • U.S. Mail All sales final, defectives replaced v 


Fun Farm 29 Indy Fate tba Spot 29 Savage Emp. 38 

Sim Citv 34 Life & D II 35 Wonderland 38 Strike Com.tba 


Fun Farm 29 
Sim City 34 

Sim CAVindtba 
Graphic Set 1 24 
Graphic Set 2 24 


The Cape Cod Connection 
Membership Plan 
Join the CCC Membership as a 

Preferred Customer and 

receive; 12% off all orders placed 
via the modem or fax; or 10% off 
all orders placed via the CCC Toll 
Free Order Line for Entertain- 
ment Software.... 

Order your membership today! 


Links/Windtba CCC has a membership, so what’s the XA 

Bountiful 19 hitch- 

Firestone 19 Absolutely none all it takes is a fistt 3fi 

Bayhill 19 yearly fee of $20. Yea, that’s it. For p 117 A 

Pinchurst 19 J 20 you can enjoy CCC’s revolution- 

Mart.Mcm 38 ary savings plan that includes: FlamesFrcctba 

» A fearly membership Gunship 2 45 

S 12 or 10% off entertainment software Hyperspccdtba 

ACCOlSde S Reliable, friendly, intelligent, and Kniohts/Skv 37 

Alt. Destiny 38 consistent service, and; 

r'-rtncnii-'K-u f Ko ® informative Newsletters cramed With Llgnispecu J/ 

P reviews, tips, price lists, and more... Ml Tank 43 

Ultka Footbtba Doesn’t this beat the competition!! Midwinter 33 
Elvira 37 


Indy Fate tba 

Life & D II 35 
Mavis B. Off 55 
Mavis Typing 35 
PGA Tour G 35 
Populus 34 
Street Rod 2 29 

KOEI 

Bandit Kings 37 
Gen. Khan 37 
Nob. Amb2 38 
R. 3 King 41 

L’Emper tba 
Lib/Dcath tba 
Rom. 3 Kin2tba 
Unch Watertba 


Savage Emp. 38 

Strike Com.tba 


Merit 

Drag’s Lair 2 39 
Medieval War 34 
Moonbase 33 
Oper. Combat34 
OvcrThcNettba 
Penth Jigsaw 25 
Sum. Olymptba 
Space Ace 38 
Team Yankee 38 
Tracon II 43 

MicroProse 

AdvTactAirtba 

Civilizationtba 


Ult. IV 
Ult. V 
Ult. VI 
Ult. VII 
Wing C I 
W.C. Miss. 
W.C. Speh 






Bountiful 19 
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Bayhill 19 

Pinchurst 19 
Mart.Mcm 38 

Accolade 
Alt. Destiny 38 

Conspiracy tba 


Com. HQ 
Covert Act. 
Elite Plus 
F15 II 
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Wing C II ^ 

Psygnosis 
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Gold Aztec 33 
Ishido 35 

J. Nick. Unlim39 
JN Clip Art 17 
JN Course 2 16 
JN Course 3 16 
JN Course 4 16 
JN Course 5 16 
Knights Krysta- 
lion 39 

Lost - LasVtba 
Murder tba 
Search/ King 37 
Star Control 33 
Test Drive 3 38 
Vaxinc 28 

Artworx 

Strip Poker 3 33 
Data Disks 19ea 

Broderbund 

Anc Art/War 31 
Anc Art/Sea 31 
Anc Art/Skytba 
Calculus 61 
Carmen Past 39 
Katie’s Farm 29 


Terrain Ed. 16 
Sim Earth 44 
Stunt Driver 34 

Patton Str.Btba 

Where World 
Delux 49 

Dynamix 
Aces Pacif tba 
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Heart China 38 
Red Baron 38 

Elec Arts 
Andretti Rac 35 
B.A.T. 35 

Bard’s Constba 
Centurian 35 
Chess 2400 tba 
Yeager ACT 42 
D-Gener tba 
Weaverll tba 
W. Commistba 
W. Stats tba 
Hard Nova 34 
Hero 357th tba 
Imperium 28 


LucasFilm 
Battleh 42 23 

Loom 39 

Sec.Monk Isl 42 

Sec Monk 2tba 
Sec W Luff 48 
Mission D tba 
Their Finest H42 
Sim. Canada 
carried at 42ea 


Knights/Sky 37 
Lightspeed 37 
Ml Tank 43 
Midwinter 33 
Pirates 31 
RR Tycoon 38 
SService II 37 
Space 1889 33 

Spellc.101 37 
Spcll.C 201tba 
Sword/Pirates 36 
Time Quest 38 
Troika 25 
Twilight 200tba 
UMS II 38 
X-Men II 28 

MacArthur’s 
War from SSG 
uses an enhan- 
ced Battlcfront 
Game System. 
Fight 8 scen’s; 


37 

Ballistix 

34 

37 

Infestation 

28 

43 

Lemmings 

33 

33 

Menace 

34 

31 



38 

Sierra 


37 

Castle Dr Brain 

33 

Conq. Camel 

38 

37 
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Codename: 
Whiteshadow 
EcoQuest tba 
Hero’s Q II 38 
Hero’s Q 3tba 
KQIVGA 38 
Lcis.SuitL I 
VGA 38 

Leis.Suit III 38 
LeisSuit 4 tba 
Nova 9 tba 

Pol.Q III tba 
Space Q 4 38 

SQIVGA 38 


MacArthur 


Battles lor Korea 
l9IS()-A()nl 1951 



Across the 38th, WillyBcam tba 
Taejon, Nak- 

tong, Bulge’ Sir Tech 

Unsain, Chong- gane C.Forg 38 
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CCC Price $32 
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Scrabble Del. 38 
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Stunts 34 

Tank 38 


The SSG 
Lineup 
Reach for 
the Stars 
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the Best! 

CCC Price 28 

Wordris tba 

SSG 

Barbarossa tba 
Carriers/War 

Civil War vl 28 
Civil War v2 28 
Civil War v3 28 
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MacArthur 32 
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Africian Front 
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Buck Rogers 35 
Champ Krynn34 
Civil War tba 
ConfliMiddle 39 
Curse Azure B34 
Curse Silver B34 
DeathKnights 35 
Eye Beholder 35 
Eye B II tba 
Gateway Sav35 
Gettysburg 42 
Kampfgruppc 42 
Korea tba 
LaRussa BB35 
Medieval Lord42 
Pool of Radia 35 
Pool Darkn 35 
Ren. Legion 34 
Second Front 41 


Order 1 -800-328-WARE . Support 1-508-457-0738 
FAX 1-508-457-4558 . Modem Shopper 1-508-420-1115 

CCC Motto: You've worked hard all week, treat yourself to a game! Don't see it, give us a call. 
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Seen Coll.A 40 
Seen Coll B 40 

Three-Sixty 
Harpoon 41 
Battleset 2 23 

Battleset 3 23 
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Seen. Maker 29 
BattlcBook IS 
MegaFortr 42 
Patriot tba 
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Conan 34 
Corporat 34 
SpaceShutttba 
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Veng Excal 34 
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Video Poker34 
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Bundle 44 

AutoMap 65 
Blitz Arden 34 
Breach II enh 23 


ChessNWind34 

Bandit Kingtba 

Graphic 1 

25 

EZ Cosmos 45 

Bane Cosmic 39 

Graphic 2 

25 

FantFootb 34 

Carrier Comm33 

Sim Earth 

44 

Fireteam 220032 
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Space Q III 

39 

HomeAlone29 

Curse Azure B40 
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28 

Space Rogue 34 
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Spirit Excaltba 
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34 

Millenium 29 

G. Khan 
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SwampGas 

34 

NCAA Foot 39 

Gold/Amer 

31 

Tracon II 

34 

NFLProL 50 

Hall Montz 

31 

UMS II 

38 

NoGreator 

Hardball 2 

37 

Utah Beach tba 

Glory 46 

Harpoon 

42 

Vette 

39 

Norton V5 115 

Battleset 2 

24 

AMIGA 


PCTools 7 145 

Battleset 3 

24 

Act.Sta 3.2 

34 

ProFootbAn39 

Chall.Pack 

65 

Amos 

75 

Rules Engage 42 

Seen. Edit. 

29 

Armourged 

32 

2nd Conflict30 
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Art Pro Deptl55 

Perf.Gcncral38 

Indy:Graph. 

34 

Bane Cosmic 

39 

Lost Adm 38 



Bards Tale 3 

35 




BattleChess2 
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Sound Cards 
ROLAND 
LAPCl 420 
ADLIBCard 86 
AdLib Micr 144 




American Civil BT:Kursk/Bar42 
War Vol 1 S26 B.Ell. Nascar 34 
Buck Rogers 35 
Features: Centurian 34 

Bull Run to Checkmate 37 

Chancellorsville Civil War tba 
Flexible system Confl;MidE 39 
which dcplicts the Death Knights35 


UMS I 24 
UMS Planct33 
US Robotics 
Courier HST649 
White Death 34 
WorldsAVar 34 
Cyb. Rangerl9 


Pro Football 
Analyst from 
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Crespo Software 
Football is back& 
so are the office 
pools. Predict 
game results, 60 
team stats, much 
more 

CCC price J32 

MgAC Soft- 
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AmerCivil W131 

CivilW v2 tba 


frustrations of 
controlling large 
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Lemmings tba 
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Max Yoke 70 
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A House Div 21 
Aachen 24 
Adv Squad L 36 
Agegean Strikel8 
Air Bridge Vic28 
Ambush 29 
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Balkan Front 29 


CCC Clarification Corner 


We nark TBA after a title to indicate a positive possibi- 
lity of a title’s release by the time of this ad’s 
appearance. 


NfSffiC CBndtbB ^*ppy indicate that it accepts pre-orders and 

makes every effort to insure prompt delivery once a 

MathBl-f 34 game i. rcle«ed. 

McGee Fun 28 CCC win aUo make every effort to insure your satis- 
M Ar M Riinri '\1 faction. We are able to replace defective software with 
the same. We are unable to guarantee satisfaction or 
MOODDBSC tuB compatability, however we make every effort to recom- 
A4iit:ifit Rrhfha mend only titles we feel are the best. Compatability is 
becoming an important issue with the advancement of 
Nob Amb 39 software and we urge contact with the company of origin 
^2 as a means of insuring workability prior to ordering. 

Panzer Bat. 31 

Pool Radiance34 Set 2 23 Barron Victory26 
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as a means of insuring workability prior to ordering. 
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RR Tycoon 39 
Reach/Stars 31 
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Rom 3 Kingtba 
Rommel 31 
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Sim City b/w 34 


Set 2 23 

Seen. Editor 29 
Hero’s Q 2 39 

Ml Tank 43 
MegaTrav 38 
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Beyond Valor 32 
BLACKBEAR29 
Bloody 110 29 

Battle of BUL17 
Camp.R.E. Lee31 
Carrier 29 
Illustr. Catalog 5 


Civilization 29 
Code of Bush 32 
Cross of Iron 21 
Days of Deci 32 
Dead of Wint 32 


Avalon 

Hill 

Advanced 
Sq. Leader 
Bundle in- 
cludes nil 
mods $278 


Desert Victory24 
Duel Kharkov30 
EastFr (WW2)44 
Edelweiss 34 
Empire Build 21 
Empire Arms21 
Fire in East 48 
First Blood 36 
Gazala 24 

Gulf Str3rd ed32 
Gung Ho tba 
Gr. Battl Alex32 
Harpoon 90-9121 
Hedgrove Helll7 
Hollow Legio 21 
HORNET L 24 
In Quiet Fields24 
King of Kings 24 
Lee V Grant 19 
Marching/Geo21 
Nato, Nukes, N 15 
Oper. Crusa28 
Obj. Schmidt 27 
Oper/Shoestring3 
3 

Pacific War 42 
Paratrooper 18 
Partisans 16 
Persian Gulf 
Crises 31 

Platoon 13 
Quebec 1759 25 
Red Barricades21 
Red EmpCardll 
Rep. of Rome28 
Rommel/Desert2 
8 

Stand & Dic48 

Supremacy 36 
Longest Day 68 

World in 
FlaSth 
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Review 


Blow by Blow with TKO 

Lance Haffner*s TKO Pro Boxing 

by Wallace Poulter 


Hagler versus Winter promised 
to be a classic. However, 
Winter always had a tendency 
to cut and Hagler opened up 
a huge gash over Winter’s 
eye, causing the fight to be 
stopped (the present writer 
cannot remember whether it 
was in the second or third 
round). 


TITLE; 

TKO Pro Boxing 

SYSTEMS: 

IBM 

# PLAYERS: 

0-2 

PRICE: 

$39.95 

COPY PROTECT 

None 

DESIGNERS: 

Shannon Lynn 

with jim & Thomas Trunzo 

PUBLISHER: 

Lance Haffner Games 
Nashville, TN 









September 27, 1980 
Wembley, England 

T onight, in one of the best 
fights In years, Alan Minter 
retained his Middleweight 
Championship with a unanimous 
decision ouer challenger Marvin 
Hagler. The fight started, as 
predicted, with Hagler using his 
power to establish dominance in 
the first two rounds. All three 
Judges scored the second round 1 0- 
8 even without a knockdown. 

Minter, however, returned the 
favor in rounds three and four 
with effective counter-punching. 

The give and take continued 
with Hagler grabbing rounds six 
and nine, while Minter won the 
seventh and eighth. The fifth 
round was scored evenly. The 
tenth round saw the beginning of 
the end for Hagler as Minter’s con- 
stant body attack started to pay 
dividends. While occasional flur- 
ries came from the challenger, 

Minter was in full control, even 
while fighting off the ropes. A 
huge Minter eleventh set the stage 
for the round of the year. 

Round 12 will be talked about for years to come. Minter started 
off briskly with a couple of stiff Jabs and a combination. Circling 
to his left, Minter suddenly reversed direction and, as Hagler 
lunged in, scored with a huge right cross counter-punch. Impres- 
sively, Minter followed up with punch after unanswered punch. 
For nearly two minutes, Minter rained punches from every angle 
as he looked for the finishing touch. With 10 seconds to go, it 
looked all over and the referee prepared to step in. Suddenly, out 
of nowhere, Hagler connected with a single left hook and Minter 
went down! Minter barely beat the count and struggled to walk 
back to his corner. The crowd sat stunned at this turn of events. 
The Judges didn't really know what to do either, all three scoring 
the round 10-8 for Minter despite the knockdown. Fortunately for 
Minter, his assault the previous round and the body punching 
earlier had weakened the challenger and Hagler was not able to 
take advantage in the understandably slow 13th. Minter took the 
14th off, causing some concern but he finished strongly in the 
15th to secure victory by the surprisingly wide margin of 145- 
138 (twice) and 144-138. Minter will defend early next year 
against fellow Englishman Tony Sibson, before a rematch 
against Hagler, probably in Las Vegas. " 

Warvin Hagler and Alan Winter did indeed meet for the World Wid- 
dleweight Championship on September 27, 1980. Winter was coming 
off an impressive defeat of Vito Antuofurmo. Hagler was the number 
#1 contender and considered the best middleweight in the world. 



Includes: 

• Over 600 boxers (200 
oclive.400 retired) 
all divisions 

• Ability to light - retired 

fighters at ditlerent 
stages of their careers 
• compiles records A 
ranks contenders 
* Fight boxers across eras 

• Select between round 
strategy or let computer 

manage boxers 
■ Pre-light condition option 
• Between round 
condition report A three 
judge scoring 
• Cuts, TKO's, KO s 
A color commentary 
during rounds 


LAMCe HAFFHEH GAMES 

I P.O. Bo> 100594 • NxiOvUH, TN 37224 • |615| 242-2617 


It has always been this 
reviewer’s dream to see this great 
match to have been decided on the 
ability of the two rather than the cut. 
Lance Haffner’s TKO Pro Boxing 
offers that opportunity. Even better 
is that the exact true-life fight result 
(Winter stopped on cuts) also oc- 
curred during one of the replays in- 
itiated by this reviewer. TKO Pro 
Boxing is a fight fan’s dream. 

Tale of the Tape 

The fiction which opened this ar- 
ticle illustrates both the positive 
aspects and negative aspects of the 
game. On the positive side, the fight 
itself is presented via a text descrip- 
tion. Somewhat similar to a radio 
commentary, the fighter’s moves, 
punches, taunting, ring movement 
and injuries are all detailed. Yes, it is 
only text, but the game wonderfully 
presents the tension of a fight that 
many of us can recall from our 
youth as we hid our radios under the 
covers in order to listen to the latest 
fight. 


On the negative side, note that one 
of the problems with TKO, and in- 
deed, Jim (consultant on TKO) 
Trunzo’s early board game Title 
Bout, is the very liberal scoring. 
Recently New York state has en- 
couraged such liberal scoring. How- 
ever, in other states and countries 
(particularly in the past), almost the 
only way to get a 10-8 round is, and 
was, to score a knockdown. In a 

fight decided by a knockout, this doesn’t particularly matter, but in a 
close fight it can make all the difference. While in real life, the ten 
point must system is by far the better one, TKO will occasionally 
judge fights between All and Louis in which Ali will receive a 10-7 ad- 
vantage in scoring without a knockdown. Hence, players will be 
forced to use the round-by-round scoring method in order to get 
more “realistic” decisions. 

In addition, at least one judge regularly attends the same blind 
school that the Fenech-Nelson judges recently visited. Fortunately, 
the latest version (2.1) has corrected a number of previous bugs and 
errors while adding a nice feature or two. The worst problem in pre- 
vious versions was the mistaken belief that a decision is rendered to 
a fighter when two of the judges cards score a draw. This should, of 
course, be a draw and not a decision for the fighter favored on the 
third card. Similarly, the occasional decision of the referee to stop a 
fight between rounds after the last round of the contest was rather an 
embarrassment. These have both been corrected. 

As with all Lance Haffner game products, TKO is a stat-based text- 
only product. It contains over 600 active and retired fighters from six- 
teen of boxing’s seventeen divisions. The potential match-ups are fas- 
cinating, from the obvious Ali versus Tyson to the much more 
provocative Sanchez versus Pep and Cerdan versus Hagler. The 
beauty of this game is the ability to match great fighters from dif- 
ferent eras (Sanchez versus Pep) or to “promote” fights that should 
have been (Frazier versus Norton). 
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ADVENT. / ROLE PLAY 
PAST 



IBM 

AMI 

Bane of Cosmic Forge 

39 

39 

Castle of Dr. Brain 

34 

- 

Champions Krynn 

34 

34 

Curse Azure Bonds 

34 

34 

Death Knights Krynn 

34 

34 

Dragon Strike 

34 

34 

Dungeon Master 

- 

28 

Dungeon Master 2 

- 

28 

Eye of Beholder 

34 

34 

Gatewy Savage Frontier 

34 

- 

Heroes Quest 

39 

39 

Heroes Quest 2 

39 

39 

Kings Bounty 

19 

34 

Kings C^uest 1-3 

34 

34 

Kings Quest 4 

39 

39 

Kings Quest 5 VGA 

39 

39 

Kings Quest 5 EGA 

42 

- 

Lord of the Rings 

36 

- 

Martian Dreams 

39 

- 

Might & Magic 2 

34 

39 

Might & Magic 3 

39 

- 

Pirates 

15 

15 

Pool of Darkness 

34 

34 

Pool of Radiance 

34 

34 

Secret Monkey Isle 

29 

39 

Secret Silver Blades 

34 

34 

Space 1889 

33 

- 

Spirit of Excalibur 

34 

34 

Ultima 4 

39 


Ultima 5 

39 

39 

Ultima 6 

45 

- 

PRESENT 


Count Down 

39 

- 

Covert Action 

34 

. 

Elvira 

37 

. 

Heart of China 

37 

37 

Police Q. Ill VGA/EGA 

38 

- 

Savage Empire 

39 

- 

Spell Casting 101 

39 

- 

Leisure Suit Larry 5 

39 

- 

Lemmings 

32 

32 

Willy Beamish 

39 

- 

FUTURE 


Buck Rogers 

33 

33 

Breach 2 

21 

34 

Captive.. .Excellent! 

- 

34 

Elite + 

29 

. 

Hard Nova 

34 

- 

Martian Memorandum 

38 


Megatraveller 1 

39 

39 

Megatraveller 2 

39 

- 

Planets Edge 

39 

- 

Rise of Dragon VGA 

39 

39 

Rise of Dragon EGA 

33 

- 

Space Quest 4 

39 

39 

StarFlight 1 

19 

- 

StarFlight 2 

19 

- 

The Terminator 

34 

32 

Time Quest 

32 


Twilight 2000 

32 

- 

Wing Commander 

45 

- 

Wing Co. Seer. Miss. 

21 

. 

Wing Co. Miss. #2 

21 

- 

Wing Commander 2 

47 

- 

Speechpak 

15 

- 


STRATEGY 


WARLORDS 

Up to 8 players battle dragons, elves, 
dwarves and assorted other races as they 
strive to conquer a magical continent. 
May already be the game of the year! 
EGA, VGA. NotTandy compatible. Now 
available on 3-1/2" disk! 

Amiga/IBM $32 



CIVIL WAR VOLS. 
1,2 & 3 

These excellent games emphasize the human 
aspect of land warfare. The individual bri- 
gades are controlled by subordinate leader's 
artificial intelligence. Two complete construc- 
tion sets allow the gamer to alter any or all 
aspects of the game including the graphics and 
weather. Highly recommended! 

IBM $25 

HARDWARE 

IBM AMI 

Ad Lib 85 

Ad Lib (Micro CTh) 145 

SoundBlaster (Pro) 190 

SoundBlaster (Micro Ch) 225 
Gravis (Joystick) 39 34 

CH-FIightstick 49 

Champ Joystick 20 

Craft Thunderstick 34 

Thrustmaster 90 


SAME DAY SHIPPING depending on availability. Hours: Mon-Fri 
9am-10pm Eastern (6am-7pm Pacific). UPS $3.50 (AK&H1= $9) COD 
$7.25. Second day air: $2.50extra. US MAIL OVERSEAS roughly $10 
for each game. UPS OVERSEAS: 3 day shipping time! $36 for first 
game & $6 each additional game. Prices are subject to change so 
please call first! 

PHONE (404) 840-7906 24 HR. FAX Line: (404) 840-7925 

TOLL FREE: l-800’875-7906 or 800-852-6187 


PRE WW II 


Bandit Kings China (KOEl) 

Battles of Napoleon (SSI) 

Centurian Def. Rome 
CivU War Vol. 1 (SSG) 

CivU War Vol. 2 (SSG) 

CivU War Vol. 3 (SSG) 

Dec /Gettysburg (final)(TIGL) 

Genghis Khan (KOEI) 

Gettysburg (SSI) 

Gold of Americas (SSG) 

Grand Reet (SIMCAN) 

Knights of Sky (MICROPR) 

L'Empereur 
Medieval Lords (SSI) 

No Greater Glory (SSI) 

Nobunaga’s Amb. 2 (KOEI) 

Prelude to Jutland (GQ) 

Red Baron VGA (DYNAMIX) 

Red Baron EGA (DYNAMIX) 

Romance 3 Kingdoms 2 
Revolution '76 (BRITT) 
Warlords/Enhanced (SSG) 

War of the Lance (SSI) 

WORLD WAR II 

Action Stations V. 3.0 
Action N. Atlantic (GQ) 

Air Raid Pearl Harbor (GQ) 

Ger. Raider Atlantis (GQ) 

Banzai (GQ) 

B. Tank Barbarosa (S.C.) 

Battlehawks ’42 (LUCAS) 

Bismarck (GQ) 

Fire Brigade (PANTHER) 

Reel Med (SIM CAN) 

Halls Montezuma (SSG) 

In Harms Way (SIM CAN) 

Kreigsmarine (SIM CAN) 

Long Lance (SIM CAN) 

Malta Storm (SIM CAN) 

Midway (GQ) 

MBT Kursk (SIM CAN) 

Pacific Storm (SIM CAN) 

Panzer Battles (SSG) 

River Plate (GQ) 

Rommel N. Africa (SSG) 

Second Front (SSG) 

Secret Weapons Luft. 

SUent Service 2 (MICROPR) 

Storm Across Europe (SSI) 

Their Finest Hour/ Battlehawks 
Typhoon of Steel (SSI) 

USS Houston (GQ) 

Western Front 

SCI-FI 

Fireteam 2200 
Armada 2525 (INTERSTEL) 
Armourgeddon (PSYGNOSIS) 

Imperium (E.A.) 

Overlord (VRGN) 

Reach for the Stars (SSG) 

Rules of Engagement 

HINT BOOKS 

Harpoon Strategy Guide 19 

SIM Earth 19 

RaUroad Tycoon 10 


39 

39 

34 

. 

16 

34 

25 

. 

25 

. 

25 

- 

34 

- 

39 

39 

39 

- 

28 

28 

39 

- 

34 

- 

38 

- 

39 

- 

45 

- 

39 

. 

29 

. 

37 

- 

37 


43 

- 

34 

. 

34 

34 

34 

- 

II 

32 

32 

29 

- 

29 

. 

29 

- 

29 

- 

39 

- 

22 

- 

29 

- 

34 

34 

39 

39 

27 

34 

39 

39 

39 

39 

39 

39 

39 

39 

29 

. 

39 

39 

39 

39 

27 

- 

29 

. 

28 

- 

39 

39 

39 

- 

34 

. 

39 

. 

39 

19 

39 

39 

29 

. 

39 

* 

34 


34 

34 

- 

34 

28 

28 

33 

33 

28 

28 

39 

39 


COMING SOON! 

Carriers at War (IBM) OCTOBER 

Secret Weapons Luft. (IBM) AUGUST 
Hight of Intruder (AMIGA) OCTOBER 
MEGATRAVELLER 3 NOVEMBER 
Avenger A-10 (IBM) OCTOBER 

Civilization (IBM) NOVEMBER 

Aces of the Pacific (IBM) FEB. '92 

Mantis OCTOBER 

Strike Commander (IBM) NOVEMBER 


IBM AMI 


MODERN 



IBM 

AMI 

Chuck Yeager Air Combat 

39 


A.T.P. (SUB Lcx:;ic) 

39 

- 

A-lOE Tank Killer (DYNA) 

39 

39 

Brigade Commander (TTR) 


31 

Conflict Middle East (SSI) 

39 

39 

F-117A Nighthawk (VGA) 

40 

- 

F-15I1 

34 

34 

F-15 II Desert Storm Disk 

21 

. 

F-19 Stealth Fight (MICROPR) 

39 

39 

Flight/ Intruder (S.HOLOBYT) 

39 

- 

night Sim 4.0 (S.HOLOBYTE) 

39 


5th Eskrada (SIM CAN) 

39 

39 

Gunship 2000 (MICROPR) 

36 

- 

Gunboat (ACCOLADE) 

- 

34 

Harpoon v. 1.2 (360) 

39 

39 

Harpoon #2 N. Atlantic (360) 

21 

21 

Harpoon #3 Med. (360) 

21 

21 

Harpoon Seen. Edit. (360) 

28 

28 

Jet Fighter #2 (VELOCITY) 

42 

- 

M-1 Tank Platoon (MICROPR) 

39 

39 

MBT Centr. Germany (S C) 

39 

39 

MBT North Germany (S C) 

39 

39 

Megafortress (360) 

39 

- 

Nuclear War (NEWWORLD) 

34 

34 

Red Storm Risin. (MICROPR) 

34 

36 

7th Heet (SIM CAN) 

39 

39 

Tank/MlAl (SPEC HOLO) 

36 

- 

Team Yankee (EUROPEAN) 

39 

39 

GENERAL 


Command HQ (MICROPL) 

34 

. 

Lost Admiral 

38 

- 

Perfect General 

38 

. 

PowerMonger (E.A.) 

- 

34 

RailRoad Tycoon 

34 

34 

Sim City (MAXIS) 

34 

34 

Sim City Ter. Edit. 

15 

- 

Sim City Set #1 Ancient 

23 

23 

Sim City Set #2 Future 

23 

23 

Sim Earth 

45 

- 

SPORTS 

Andretti's Racing Challenge 

34 

- 

Hockey League Sim. 

28 

28 

Indy 500 

34 

34 

Jack Nicklaus Unltd. 

39 

39 

La Russa 1901-68GT 

15 

. 

La Russa Am. League Stadium 

15 

. 

La Russa Nat. League Stadium 

15 

- 

Liriks 

39 

- 

Links Disks (1, 2 or 3) 

19 

- 

PGA Tour Golf 

34 

34 

Test Drive 3 

39 

. 

Road & Car #1 

16 

- 

TV Sports Basketball 

- 

19 

TV Sports Football 

19 

- 

TV " " ’89 Teams 

12 

12 

TV " " ’90 Teams 

12 

12 

Video Poker I 

34 

. 

Wayne Gretsky 

- 

34 

Wayne Gretsky 2 

36 

- 

Weaver Baseball 2.0 

34 


World Champ. Cribbage 

24 



To place orders, call l-(800) 875-7906 
l or information and release dates (404) 840-7906 

2890 LAKE COLONY DRIVE, SUITE 12, NORCROSS, GA 30071 
Please Note NEW PHONE NUMBER! Please Have Credit Card Ready! 
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Review 


Because their careers are over, it is much easier to rank retired 
fighters and the resulting performances seem to be more satisfying 
than those involving current fighters. The problem with rating contem- 
porary fighters is that the ratings tend to be much more subjective 
and open to question. 

Though it may seem a trifle unreasonable to question why a fighter 
was left out of the database when over 600 fighters are included, one 
must wonder at the absence of the great Middleweight, Charley Bur- 
ley. This absence is especially disappointing in light of the fact that 
he is not even available on the “Great Contenders” disk (available 
separately and consisting of even more fighters to match up). 

Fortunately, the game allows players to add more fighters. One can 
simply study the values assigned to the 600+ fighters provided and, 
subjectively, rank an up-and-coming fighter proportionately. With any 
Haffner game, one does not expect a polished presentation. The 
value comes from the Incredible amount of data that these games 
contain. Previous editions of the game came with the list of fighters 
on what looked like either a photocopy or a bad print-out. More an- 
noyingly, the rankings of the fighters were incorrect, with the WBA 
and WBC headings switched. This has been changed in the new edi- 
tion and the fighters are not given a governing body ranking. How- 
ever, the problem of fighters’ names being misspelled continues. For 
example, Chris Eubanks should be Chris Eubank and Dennis Andres 
should be Dennis Andries. 

Are these small problems a purchase buster? Hardly! There are 
several nice features which improve TKO Pro Boxing over its table- 
top counterparts. One such feature is the capacity for simultaneous 
punches. Others include: the ability to replay full careers in non-stop, 
no-strategy computer-versus-computer mode; the option of watching 
a match in a slower, spectator-oriented computer-versus-computer 
bout or, of course, the luxury of having a computer opponent when 
no human opponent is available. Another positive factor is the built- 


in statistics feature which allows players to save a fighter’s perfor- 
mance to disk after each bout. 

Ringside Anaiysis 

Qameplay is straightforward. Once the contenders are selected, 
players move to the pre-fight conditioning phase. This will determine 
how seriously the higher-ranked fighter is taking his opponent. It is a 
clever way of showing how a Douglas-Tyson could occur. Next, one 
selects the number of rounds to be fought (from a three-round walk- 
out to the championship distance of fifteen rounds). From there, it is 
merely a matter of selecting a basic strategy at the opening and 
changing strategies between rounds as necessary. 

Overall, Lance Haffner has taken a nice niche in the market by 
producing exactly the stat-based games that people want. It is par- 
ticularly satisfying for boxing fans who want to establish those 
elaborate “What if?”s of endless sports debates. The present writer 
has a particular interest in setting up bouts where the great French 
Middleweight Marcel Cerdan and the superb Mexican Featherweight 
Salvador Sanchez (tragically enough, both killed in accidents at the 
height of their careers) compete against the boxers they might have 
faced had their careers continued. Personally, this reviewer ranks 
both in the all-time “Top Four” in their respective divisions and TKO 
Pro Boxing provides the forum for proving that case. Like other 
Lance Haffner Games, TKO Pro Boxing presents an interesting chal- 
lenge for a reviewer. If one so wished, it would be easy to nitpick 
these products to death, but the bottom line is enjoyment. Version 
2.1 of TKO Pro Boxing just adds to the enjoyment. Those who like 
other Lance Haffner games and/or find themselves serious about the 
sport of boxing should seriously consider adding this product to their 
stable of sports games, cow 


In our next issue, look for reviews of 4-D Boxing from Electronic 
Arts and ABC Wide World of Sports Boxing from Data East. 
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AdCtion 

^ A.dventuz'G ★ 
Drama 
^ IntriquG ★ 

These are what great role-playing 
games are made of. Throw in a great 
storyline and you call it THORNDIKE. 
THORNDIKE, a land of unimaginable 
possibilities, awesome adventure and 
passionate pursuits. 

Your journey begins in the Castle 
Thorndike. Where it ends only you 
know. Could it end in the room of 
Thieves? Can a mysterious man 
named Ray know your fate? And what 
are all those cannons for anyways. 

THORNDIKE we think you’ll 
remember the name, now find 
out what it means. 

For your copy Please send $29.95 
to: Advance Systems, Inc. 

2525 E. Crawford Ave. 

St. Francis, WI 53207 

Add $3.50 for shipping and handling, 
or call toll fi^ee 1-800-972-3769 

Circle Reader Service #25 


ATTENTION 
ROLL PLAYERS 


Are you tired of getting beat up by the monsters in your favorite roie-piaying game. 
Weii, fight back! Customize your characters so that they can better survive in 
that cruel fantasy world, resurrect them when they die or give them better skills 
or weapons. Our character editors allow you to modify basically everything that 
makes your characters unique. Most editors also allow you to give characters any 
item in the game. Our hint books provide complete solutions to the games (most 
also include complete maps). 

• NEW - Bane of the Cosmic Forge Editor now available for the Mac. 

• CHARACTER EDITORS — $19.95 each 

Might and Magic (1, 2 or 3), Drakkhen, Pool of Radiance, Hard Nova, 

Bard’s Tale (1, 2 or 3), Wasteland, Dragon Wars, Space Rougue, 

Wizardry (Edits 1-3), Wizardry 4, Wizardry 5, Bane of Cosmic Forge, 

Sentinel Worlds I, Knights of Legend, Secret of the Silver Blades, 

Curse of the Azure Bonds, Champions of Krynn, Space 1889, 

Keys to Maramon, MegaTraveller (1 or 2), Keef the Thief, 

Escape from Hell, Ultima (3, 4, 5 or 6), Dark Heart of Uukrul, 

Savage Empire, Tunnels and Trolls, Lord of the Rings I, 

Countdown to Doomsday, Fountain of Dreams, Eye of the Beholder, 

Death Knights of Krynn, Martian Dreams, Magic Candle (1 or 2), 

Pools of Darkness. 

• HINT BOOKS — $9.95 each 

Might and Magic 1 , Knights of Legend, Curse of the Azure Bonds, 
Champions of Krynn, Legacy of Ancients, Dark Heart of Uukrui and 
Wizardry (1, 2, 3, 4, 5 or Bane). 

IBM listed. Apple, C64, Amiga and Mac versions also available 
Piease add $4.00 for shipping and handling. 

Open from 9AM - 9PM every day for your convenience. 

GOSSELIN COMPUTER CONSULTANTS 

P.O. Box 1083 • Brighton, Ml 48116 
(313) 229-2453 

Circle Reader Service #47 
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Perin 43 
Fiz 43 
Groir 43 
Orgas 43 


Now the Candire Burns at the OtherCndfl 
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I Handapg 


;gx sags: Hg health 
1 better than ever, 
lank gou Lukas. I 
>l>e gou are feeling 


notes 

Talk 

Pass 

Draw 
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Sheathe 
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Notes Hagio 
Talk CaMp 
Pass Forna< 
Draw Uhlspi 
Look Sheat] 
Quit 


In The Magic Candle, 1989’s role-playing game of 
the year, you saved the lands of Deruvia from the 
foul archdemon Oreax I But that triumph is past! 




[t the other end <61 the 
_ kworldj f^ across the 
pa of (!bhmar, lies the dh^ conlipeiit^.f 
I, where the Children of light are 
[ a campaign against th$^tw|[!^ 
Forces of Darkness. 

^^ut the vile leaders of Darkness ha^ 
trapped the lost guardians of the Magic 
Candle in evil candles of their own! 


New magic! New monsters! New skills! 
^^^d friends and enemieSrfrotftbrave Rexor and 


' ' 


Wise Ziyx to the Mad Wizard and the Ogre King! 
" Automatic maps! Automatic combat! You 
can even turn combat leadership over to one 
of your trusted ppmpanions! 

Best of ait, automatic note-taking! The com- 
puter keepa tfwck of your conversations and 
discoveriefwVbu can print them out, save them 
to disk, and ^rch through them to remember 
exactly what that little halfling said. 

King Rebnard needs your help again! Dozens 
of other non-player characters wait to join your 
quest! Will you make the journey to Gurtex? 
Will you learn the secret of the Four and Forty? 


MINIOAFr 


2341 205th Street, Suite 102 
Torrance, CA 90501 


To order, see your retailer or 
call Electronic Arts Distribution 
at (800) 245-4525. 




Industry News 


Will the Personal Com 
puter Rest in Peace? 

Reflections from the Seventh Annual 
Conference of the Software Publishers 

Association 


M eetings of the Software Publishers 
Association might be considered 
something like the confluence of 
several tributaries into a larger river. Twice an- 
nually, the decision-making executives, 
positioning professionals and press repre- 
sentatives of severai different interrelated in- 
dustries convene together in order to pool 
their collective wisdom. Hardware manufac- 
turers, creators of development tools, software 
developers, wholesale distributors, retail 
buyers and the computer press assemble to 
consider the status of both the consumer and 
business software industries. Just as the con- 
fiuence of smaller streams into a larger river 
often causes considerable noise and a consid- 
erable amount of turbulence, so do the 
opinions of industry pundits and spokesper- 
sons at SPA meetings. 

In September, representatives of the 
aforementioned group converged on Oriando, 
Florida to ponder both the present and the fu- 
ture of personal computer software, in fact, 
one panel was entitled... 

The State of the Consumer 
Software Industry 

Tom McGrew of Britannica Software was 
the first panelist to address the current situa- 
tion. He stated that there was not currently a 
market (or channel) for consumer software, 
but that there were eight channels for the 
products: mass market (e.g. department 
stores), warehouse stores, mail order houses, 
discount houses, so-cailed “super" stores, 
“software only" retailers, electronics stores and 
direct orders. Hence, it is erroneous to speak 
arbitrarily of “the channel" and how it is doing. 
Rather, software publishers need to be aware 
of the different problems and opportunities as- 
sociated with each venue. 

McGrew noted that many publishers are still 
expecting a dominant computer platform to 
win over the average family’s mindshare and 
“take over” the living room. He stated that this 
is rather naive, however, since he asserted that 
the “battle for the living room" was already 
over and that it was won by the dedicated 
game systems. He predicted that those sys- 
tems that expect to utilize the family television 
as monitor were probably doomed to failure 
and predicted that there would be more frag- 
mentation in terms of family computer use 
(more computers used in more rooms of the 
house) rather than less. His futuristic vision 
was for a home system where a file server 
was connected by “skinny wire" to everything 
in the house. In this way, he suggested, home 
computing could efficiently serve multiple 
needs without creating a bottleneck in the 
living room. 

Brian Dougherty of GeoWorks took a dif- 


ferent tack in his analysis of the current 
market status. Rather than conceding the bat- 
tle for family mindshare to the dedicated 
game machines, he noted the current 
downtrend in NES sales. “When the first 
videogame industry went into its down-cycle, 
we saw the rise of the C-64," he observed. 
“Mow, with the downturn in MES, we’re seeing 
the same thing with PCs in Circuit City. Unfor- 
tunately, no one in the hardware market is 
doing anything right to reach the mass 
market." 

To Dougherty, PCs will have their greatest 
chance at reaching the mass market through 
developments in portable computers. He 
thinks it will take a $500 machine in tandem 
with a pen-based interface to reach the 
average user. Dougherty’s comments reflect a 
divergence between the entertainment/educa- 
tional market which McGrew and Phil Adam 
(Interplay Productions) represented on the 
panel and his own productivity market. While 
it is likely that pen-based portables would im- 
prove productivity, it is less likely that they 
would be able to support the memory-hungry, 
graphics-intensive entertainment programs 
which today’s computer gamers have come to 
exf>ect. 

Interplay’s Adam responded to Dougherty’s 
remarks by arguing that computer users in 
general and gamers in particular will have to 
continue to deal with a keyboard interface and 
lamented that this frightens some potential 
users. His analysis of current marketing trends 
were introduced with a statement on the dis- 
mal prospects for shelf space (i.e. the success- 
ful introduction of dedicated game machine tit- 
les in software stores and mass merchandisers 
means less shelf space for specific computer 
titles), but he lightened up somewhat by ob- 
serving that sales of DOS 5.0 had created in- 
store traffic that would probably generate im- 
pulse sales. However, Adam warned that pub- 
lishers need to have their marketing plans in 
place in order to “hit the shelf running” be- 
cause retailers did not have enough shelf 
space to allow a product to sit and be dis- 
covered. Now, more than ever, consumers 
need to have product awareness before the 
product hits the shelf. Otherwise, the fall 
products may not last until the actual 
Christmas buying season. 

Consumer Software: The 
Media’s Outlook on the In> 
dustry 

Not only is the loss of shelf-space to other 
forms of electronic entertainment a dangerous 
omen, but another panel underlined another 
frightening fact for computer aficionados: com- 
puters are no longer newsworthy. Philip Elmer- 
Dewitt of Time magazine emphasized that the 


age when the computer could be considered 
the equivalent of “Man of the Year" (as it was 
during the ’70s) is long past. 

Charlie Kaye, a veteran CBS News 
producer, agreed with Elmer-Dewitt by observ- 
ing that computers have become such ordi- 
nary tools that neither the computer nor the 
software is news. At one time. Kaye 
reminisced, it was news to discover that a 
procurer managed his stable of working girls 
by using a spreadsheet. He observes that so 
many people use spreadsheets in the modern 
world that covering such a story would cause 
nary a ripple in the listening/viewing audience 
of a broadcast news show. 

The broader perspective of the lack of 
newsworthiness attached to computing does 
not bode well for capturing further mindshare 
among the masses. Indeed, it suggests that it 
will be harder and harder to gain the attention 
of the mass market via incremental advance- 
ments in either hardware or software. While 
the computer hobbyist press (represented on 
the panel by Peter Scisco, editor of Compute 
magazine) and the consumer electronic trade 
press (represented by Jim Wilcox of Twice 
magazine) will continue to cover these advan- 
cements, they are unlikely to serve the recruit- 
ing/evangelistic function formerly served by 
the mass media. It will take radical new 
developments to change lifestyles and open 
newer audiences for interactive entertainment. 

Videogames: Are We Having 
Fun Yet? 

For many software publishers, the prime 
savior or villain (depending, of course, on 
one’s perspective) in the retail sector has been 
the videogame. For those who have plunged 
into support of the cartridge market (particular- 
ly, of late, the sixteen-bit cartridge market), the 
rewards have been handsome enough that the 
game machine market may be viewed as a res- 
cuer from sales doldrums. For those who have 
focused on the personal computer market for 
their profits, the decline in shelf space and its 
attendant consequences (each product having 
to prove its ability to move in a matter of days 
or weeks) cause the cartridge phenomenon to 
be viewed with bitterness and suspicion. 

For the former, there is good news. Joe 
Morici of Capcom believes that videogame dis- 
tribution has become a larger part of software 
distribution in general and that it is likely to be- 
come even a larger part of the market mix 
with the success of the new sixteen-bit mach- 
ines. In a reversal of Morici’s written diatribe of 
Spring, 1991 (a letter in which he urged 
developers not to abandon the 8-bit market 
and its proven profit base), he conceded that 
the 8-bit market was declining rapidly and that 
l&-bit entertainment would mie the future. 

For those who are uncertain of the future of 
computer entertainment, Kelly Flock of Lucas- 
film offered a glimmer of hope. He assured 
the listeners that the Lucasfilm strategy with 
regard to platforms is to leverage existing as- 
sets and think in terms of product lines rather 
than platforms. He began by noting the dif- 
ference in mindset between one type of plat- 
form and another. That is, he stated that com- 
puter gamers tend to be older and more ma- 
ture, willing to accept a steep learning curve 
on a product while videogame players tend to 
be younger and need easy interfaces and 
short manuals. 

Hence, he suggested that his company’s 
flight simulation products would continue to 
be disk-based products, but that SCUMM 
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ZERO’S & ONE’S PC WAREHOUSE 

EARLY CHRISTMAS SHOPPER SPECIAL 

ACT FAST and SAVE 5%!!! Order before Thanksgiving and 
we’ii siash 5% off this ad’s aiready iow prices. 

I B M Compatibies 



BRING MUSIC INTO YOUR HOME 
COMPUTER WITH A SOUND 
BOARD FROM ZERO’S AND ONES. 


Roland LAPCI 
Sound Blaster 
Sound B Pro 
. Sound B C/MS 


399.95 Sound Blaster 

129.95 MicroChannel 219.95 

209.95 Sound Master II 149.95 
25.95 Thunderboard 99.95 


TAKE CONTROL OF YOUR GAMES 
WITH OUR JOYSTICKS AND MICE 


Thrustmaster 


Mini-joystick 

11.95 

Throttle 

89.95 

MICE 


Joystick 

89.95 

2-Button 

15.95 

CH Product 


3-Button 

17.95 

Right Stick 

41.95 

Logitech 


Mach II 

24.95 

Mouseman 

71.95 

Mach III 

29.95 

Microsoft 

79.95 

Winner 


Z-Nix, cordless 

66.95 

Pistol 

24.95 



Yoke 

49.95 




REACH OUT AND TOUCH 
SOMETHING WITH OUR MODEMS 
AND FAXES 

Atlas 2400 USA made 49.95 

Atlas 9600 V.32/.42 bis/MNP5 USA 369.95 
Atlas 9600 Snd&Rec Fax/2400 modem 105.95 
Edison 2400 41.95 

Edison 9600 V.32/.42 bis/MNP5 349.95 

> — < 

BE VERY CALCULATING WITH OUR 

MATH CO-PROCESSORS 

2C87-10 77.95 3C87-20 169.95 

3C87SX-16 119.95 3C87-25 173.95 

, 3C87SX-20 132.95 3C87-33 185.95 

^ GIVE A CHILD THE GIFT OF 
KNOWLEDGE THIS HOLIDAY 
SEASON. LEARNING WILL BE FUN. 


ACT Studyware 
Alge-Blaster Plus 
Chal Anc Empire 
CYPHER 
Destination Mars 
D Tracy Print Kit 
Geo Jigsaw 
Hare Rais.Havoc 
Headiine Harry 
Kid Pix 
Magic Speiis 
Marvin Moose 
Math Blaster + 
Math Mystery 
Math Rabbit 
McGee 

vMcGee at Fair 


Mickey's ABC 
Mickey’s 123 
Midnite Rescue 
Nigel's World 
Oregon Trail 
Out Numbered 
PC Globe 4.0 
PC USA 2.0 
Playroom 
Reader Rabbit 2 
SAT PersniTrainr 
Speii-a-Saurus 
Speil lt + 
SuperMunchers 
Treasure Mtn 
Typing Tutor 5 
Win w/Phonics 


A-IOETank Kiiier 35.95 
ADD Savg Frontr 29.95 
ADD Pooi Drknes 36.95 
ADD Shdw Sorer 29.95 
Action Stations 29.95 
Acft&Scen Dsgn 27.95 
Andretti Placing 29.95 
Armada 2525 29.95 

Armor Aiiey 26.95 
ATP Right /Vssgn 36.95 
B.A.T. 19.95 

Bane Csmic Frge 34.95 
Bard Tales III 29.95 
Battle Chess vga 30.95 
Battle Command 22.95 
Battle Isle 29.95 
Battlestorm 29.95 
Battletech II 28.95 
Boxing, 4D 31.95 
Breach 2 19.95 

Bridge, Gr.Siam 21.95 
Cardinal Kremlin 23.95 
Carmen San Diego 
in Europe 29.95 

in Time 29.95 

in U.S.A. 29.95 

in World 29.95 

Amer.Past 35.95 
Deluxe 47.95 

Castles 36.95 

Checkmate 39.95 
Chessmstr2100 27.95 
Colonels Bquest 35.95 
Command HQ 35.95 
Conan 29.95 

Conspiracy: DF 32.95 
Countdown 31 .95 
Covert Action 35.95 
Crime Ds NtPay 29.95 
Crossword Mgic 31.95 
Dealer's Choice 29.95 
Defendr Crown 14.95 


Right Sim IPS-W 59.95 
Rt Sim Senry dsk 19.95 
Future Wars 29.95 
Galleon of Glory 27.95 
Genghis Khan 35.95 
Gold of Aztecs 29.95 
Golden Axe 16.95 
Grailquest 24.95 
Gunship 2000 39.95 

Hard Nova 19.95 
Harpoon 38.95 

H:Challngr Pak 54.95 
Heart of China 35.95 
Hero's Quest 35.95 
Hocky Leag.Sim 14.95 
Hoverforce 29.95 
Immortal, The 26.95 


Medieval Lords 35.95 
MegaFortress 36.95 
MegaTraveler II 32.95 
Microleag.Ftbl 24.95 
Midwinter 17.95 

MIG-29 Fulcrum 49.95 
Might & Magic III 36.95 
Monopoly 24.95 
Nascar Chaling 29.95 
NFL Football 44.95 
Nobnaga Amb I 35.95 
Nobnaga /Ynb II 35.95 
Nuclear War 31.95 
Oper'n Combat 29.95 
Overlord 29.95 

Panzer Battles 29.95 
Perfect General 35.95 




Stellar 7 24.95 

Stratego 29.95 

Street Rod II 25.95 
Strip Poker 29.95 
Stunt Driver 29.95 
Sword Samurai 14.95 
Team Yankee 38.95 
TeenNinja Turtle 24.95 
Terminator 32.95 
Test Drive III 34.95 
Their Rnst Hour 37.95 
Theme Prk Myst 29.95 
Time Quest 34.95 
T LaRussa BB 29.95 
Trivial Pursuit 26.95 
Twilight 2000 34.95 

Typhoon of Steel 38.95 


Indy Jones VGA 

25.95 

Pick 'n Pile 

25.95 

Ultima VI 

41.95 

Indy Jones IV 

38.95 

Pirates/Sw.Sam. 

14.95 

Ultima VII 

44.95 

JNicklaus Golf 

34.95 

Planet’s Edge 

36.95 

UMS II 

29.95 

JN Clip Art 

15.95 

Police Quest 2 

29.95 

Vaxine 

19.95 

JN Crse disks 

14.50 

Police Quest 3 

34.95 

Veng.Excalibur 

29.95 


JBond:Stlth Affr 32.95 Prince of Persia 25.95 


Jetfighter II 39.95 
Joe Montana Ftb 29.95 
Jhn Madden Rb 29.95 
KeytoMaramon 14.95 
Khalaan 29.95 

King's Bounty 19.95 
Kings Qst I 29.95 

Kings Qst II 29.95 

Kings Qst III 29.95 

Kings Qst IV 34.95 

Kings Qst V vga 39.95 

Knights of Sky 29.95 

Leis.Suit Larry I 35.95 
Leis.Suit Larry II 35.95 
Leis.Suit Larry III 35.95 
Leis.Suit Larry V 35.95 
Lemmings 29.95 
LPfX Chopper 25.95 
Ufe & Death 23.95 


DRAGON Force 27.95 L&D IhThe Brain 31.95 


Dragon's Lair 25.95 
Dragon’s Lair II 35.95 
Drakkhen 32.95 

Elite Plus 29.95 

Elvira 1.1 35.95 

Fam.Ties (tree) 19.95 
F-117ANitehawk 39.95 
F-1 4 Tomcat 26.95 
F-15 Strk Eagle II 29.95 
F-1 9 Stealth 35.95 
F-29 Retaliator 31.95 
Falcon 3.0 39.95 

Right of Intruder 32.95 
Right Sim 4.0 37.95 

Right Sim IPS-E 59.95 


Lightspeed 34.95 
Links 36.95 

L: Bay Hill 15.95 
L: Rrestone 15.95 
L: Pinehurst 15.95 
Loom 19.95 

Lord of Rings, v1 32.95 
Lost Admiral 35.95 
Ml Tank Platoon 39.95 
MacArthur's War 29.95 
Magic Candle I 24.95 
Magic Candle II 36.95 
Martian Memo. 34.95 
Mean Streets 35.95 
Mechwarrior 29.95 


Pro Soccer 14.95 
Pro Tennis Tr II 31.95 
Quest for Glory II 35.95 
Red Baron VGA 35.95 
Rengade Legion 37.95 
Rise of Dragon 34.95 
Rmnc 3 Kngdms 41.95 
Rmnc 3 Kng II 39.95 
RR Tycoon 32.95 
Rules Engagmnt 36.95 
Savage Empire 35.95 
Scrabble Deluxe 35.95 
S.D.I. 14.95 

Search for King 35.95 
Sec Mnky Is vga 37.95 
Sec Wpns of Luft 42.95 
Shanghai II 19.95 
Sharkey 3D Pool 18.95 
Siege 36.95 

Silent Service II 31.95 
Sim City 29.95 

Sim City Graphic 21.95 
Sim Earth 42.95 
Sinbad 14.95 

Sorcerian 35.95 

Sorcrers Get Girls32.95 
Space 1889 28.95 

Space Ace 34.95 
Sp Quest IV vga 37.95 
Spiderman 24.95 


Vid Poker la erte 24.95 
W.Gretzky Hocky 33.95 
Warlords 29.95 

Weaver Basbl II 31.95 
Western Front 37.95 
Willie Beamish 34.95 
Wing Comder I 38.95 
WCI:Sec.Missn I 18.95 
WCIiSec.Missn 2 18.95 
Wing Comder II 44.95 
well Speech Ac. 13.95 
Wide Wrid Boxg 29.95 
Wonderland 35.95 
Wrid Chmp Boxg 19.95 
Wrid Clas Soccr 25.95 
Worlds at War 29.95 
Wrath of Demons 29.95 
Yeager Air Cmbt 36.95 
HINT BOOKS 
CALL FOR PRICES 
HARDWARE 
I/O card 2s1p1g 15.95 
Econ. game card 9.95 
Turtle Game card 17.95 
Monitors & Cards 
VGA .41 CALL 
SVGA .28 CALL 
EVGA .25 CALL 
Oak 256k CALL 
Tseng 1Mb CALL 
Hard Drives CALL 


24.95 

Spirit Excalibur 

29.95 

Roppy Drives 

59.95 

36.95 

Star Control 

29.95 

DC2120 

19.95 

34.95 

Star Saga 1 

19.95 

5 for 

95.95 

35.95 

Star Saga II 

19.95 

DC2250 

22.49 

29.95 

Star Trek 

39.95 

5 for 

107.95 


VBA 


7525 Rosecrans Ave., #203, Paramount, CA 90723 * 21 3-630-3551 (information) 8-5 M-F * 21 3-634-7745 (FAX) 24-hour8 

800-788-21 93 (orders) 8-6 M-F, 9-4 Sa 

Prices and availability subject to change. All sales final. Exchanges for defects require RMA#. We do not 
guarantee compatability. Shipping: 1st game $3; add'l games add $1 each in Cont. US. 2nd Day Air $6 1st 
game, add’l games add $1 each in Cont.US. COD add $4. CA residents add 7.75% tax. All prices are US $. 
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Industry News 


(Script Creation (Jtiiity for Maniac Mansion) 
products like Indiana Jones and the Fate of 
Atlantis and LeChuck’s Revenge: The Secret 
of Monkey Island II were easily adaptable to 
CD-ROM platforms and videogame consoles 
due to their simplified interface. Flock con- 
tinued to emphasize personal computer devel- 
opment, however, by noting that Lucasfilm’s 
optical strategy calls for upgrades (addition of 
voice, sound, additional graphics and/or 
second languages) for optical platforms rather 
than products developed especially for CD- 
ROM systems (CDTV, CD-I, MPC and others). 

The skeptical perspective with regard to the 
continuation of the “personal computer” revolu- 
tion was espoused by Trip Hawkins, chairman 
of Electronic Arts. Trip perceives that enter- 
tainment software companies can be placed in 
one of five positions; 1) entrenched (sticking 
with 8-bit NES development or staying strictly 
with floppy disk-based designs), 2) prayerful 
(hoping that CD-ROM will develop quickly), 3) 
nostalgic (continuing a commitment to floppy- 
based products and hoping NES dies quickly), 
4) desperate (positioning one’s company as in- 
novative enough to do something completely 
different, whether there is an installed base or 
not) and 5) nomadic (a platform-independent 
existence in which one is continually pulling 
up one’s figurative tent pegs and moving into 
new territory whenever the market demands it). 

Hawkins offered strong words against the 
hardware manufacturers who cannot agree on 
CD-ROM standards and observed that there is 
not a CD platform on the horizon which can 
be reasonably expected to penetrate the 


“heartland" in the near future. He noted that 
the current crop of 1 6-bit cartridge machines 
is “pound for pound the best value of the con- 
sumer” and expounded EA’s success in reach- 
ing the 20-year-old Sega Genesis customers 
who have graduated from 8-bit videogames. 

He explained that EA has discovered that the 
Sega gamer includes both children and 
adults, whereas the personal computer cus- 
tomer was basically an adult market. 

Prophetically, Hawkins did see a potential 
mass market for entertainment software which 
would combine a wide variety of customers— in- 
teractive cable television. His observations 
about the possibility of turning the computer 
processor which needs to be installed in cable 
television customers’ homes (in order to take 
advantage of fiber optics’ nearly 1,000 avail- 
able channels as opposed to the nearly 100 
theoretically accessible by current technology) 
into a genuine computer with optical storage. 
He gave no hint as to how that would be ac- 
complished, but the subsequently announced 
joint venture (see “Inside The Industry”) indi- 
cates that there must be a way to do so. 

So, Do I Use My Computer for 
a Doorstop? 

The general thrust of the conference for 
entertainment software publishers seemed to 
be that without broadening the market beyond 
its current width, the market cannot grow. 
Realizing that a market which is not growing 
will usually slip sidewise for a time, then 
decline, the publishers desire a solution. They 


realize they will not get the penetration neces- 
sary to become a “mass market" force until 
there is enough standardization that potential 
consumers are no longer confused, yet they 
have discovered that the “standard" desired in 
CD-ROM has become a plethora of standards 
(fifteen different standards in actuality). 

Publishers experience a nightmare of frustra- 
tion by just trying to support all the types of 
printers on the market, much less the different 
graphics card, monitor and sound card con- 
figurations. Now, it looks like CD-based plat- 
forms are not going to be the standardization 
which publishers had anticipated. Many 
panelists spoke out in fmstration over how the 
hardware manufacturers were not providing a 
solution. Several voices called for the Con- 
sumer Software Section to decide what mini- 
mum configurations they would and would not 
support, as well as for the software publishers 
to standardize their drivers and install proce- 
dures. Alas, the same competitive edge that 
keeps the hardware manufacturers from stand- 
ardizing separates the software publishers. 

The truth is that personal computers will still 
be a vital factor in the software mix for the 
next few years. Any efforts toward stand- 
ardization will only enhance the future of the 
personal computer as an entertainment 
device. Further fragmentation can only en- 
danger its future. It is nowhere near time to 
turn one’s personal computer into an anchor, 
but it is time for both the software industry 
and the consumers themselves to be con- 
cerned about the potential alienation of com- 
puter gaming’s future. COW 


TUMN ENGINE GHMING PRESENTS 


Out Time Days 

a game of Time Travel in an alternate dimension 

THE EXPERIENCE: OTD is a game of life on a 
strange worid. Although populated by a variety of 
semi -humanoid races, it is nothing like the Earth 
that your character ieft behind. Gone is the industri- 
al might of large nations. The multi-talented worker 
is a thing of the past. Even your famed Time Jump- 
ing skilis have been checked to a certain degree. 

However, you do happen to be one of the few Time 
Jumpers on this world, and that in itself is a major strength. 

You’ll choose one of several sects to work with, or attempt to 
create your own from scratch, which wili help set your general meth- 
od of operation. As each new time opens, there are new discoveries to 
make, new lands to chart, and new people to meet. The world awaits 
change, and you are the catalyst. 

OUT TIME DAYS is a highiy interactive role-playing Play-By-MaU 



game with turns processed weekiy. It has received excelient reviews, 
notably from Flagship and Paper Mayhem. Turn cost 
is $5.00. The game is open ended and 99% computer 
moderated. The rulebook may be obtained for $5.00 
(refundable with startup). A special startup is 
available that gives you the rulebook, the startup 
turn, and five turns for only $15.00. 

Dependable, weekly, error -free turns since 1984 



Space Combat 

a game of pure tactical combat... 
in a rather unique environment 

Youll be lighting in an cdgelcss contest zone aboard liv- 

ing creatures. Space Combat is almost all combat, with jO 

some room for diplomacy. Offensive actions include 'jT 

the creature’s Psychic Screams to mentally disrupt 

others, launching Inverse Mines that will implode 

near your enemy, freeing Spores to destroy inter- ^ 

nals, using Nerve Pulses to paralyze pesky seouts, 

and Virally Infecting your opponent in tlie hopes of M 

taking over their alien. Each turn comes with a special full-page graphic 

printout of your ending position to aid 
you in planning. 


Space Combat was designed to be 
easy to learn, but difficult to master. 
Every game starts with ten players, 
and as each is eliminated, the chances 
of the game ending will increase. 
Tumsheets are custom made on a laser 
printer to aid you in filling out your 
next turn. The games run about 12-18 
turns. Cost is $3.50 per turn. A rule- 
book (required before you can join) is 
$1 .00 (free if you mention tliis ad!) 
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Letters 





Fame of the Year 

1 wanted to drop a small note, thanking 
you for the CGW 1991 Game of the Year 
award. Of all the awards and sales ac- 
colades Wing Commander has received, 
two make me the proudest. The Com- 
puter Game Developers' awards for 
sound, technical achievement and visual 
presentation, and the CGW Game of the 
Year. Why? The CGD awards are deter- 
mined by other game developers, and 
the CGW awards are determined by the 
readers (real, live game players!) and the 
editorial staff. In short, the people who I 
design my games for, and therefore the 
ones who 1 strive to impress. Receiving 
the CGW award tells me I really did some- 
thing right with Wing Commander, and 
that more than anything else is important. 

So, it’s with great pride that 1 tell the 
“unofficial” trade magazine of the com- 
puter game industry, thanks! 

Chris Roberts 
Origin 

We’re glad you took the time to share 
your feelings with not only our 
editorial staff, but with our readers. Of 
course, it never hurts to lead off a “Let- 
ters to the Editor” column with cor- 
respondence from an award-winning 
celebrity, either. 

Call Me Reprehensible 

After reading your October 1991 review 
of Xenocide I feel compelled to set the 
record straight and to clarify critical misin- 
formation about our product Xenocide, a 
fast-paced action/adventure game for the 
IBM PC and Apple lIGS. 

The review begins by introducing a 
book by the same title as our game. 

Your editor obviously has not done his 
homework. Xenocide was copyrighted by 
Micro Revelations two years before the 
book was released. Although the review 
mentions that the book was only 
“brought up as a point of reference,” it 
can in no way, either by its title or 
material, be compared to the game 
Xenocide. The review states that “the 
meaning of the book’s title, ‘Xenocide,’ is 
genocide of aliens, the extinguishing of 
an entire extraterrestrial race.” Indeed, 
this may be the meaning the book is at- 


tempting to confer, but in no way does 
the Xenocide game manual suggest any- 
thing of “eradicating an intelligent alien 
species.” In fact, the manual describes a 
period of 2.5 millennia that we have ex- 
isted in peace. It is not until recently that 
the human race has been faced with ex- 
tinction by genocide from the invading 
aliens! In fact, the Xenocide story line 
details the long and arduous steps that 
we have taken to help settle the invading 
aliens and accept them into human 
society! Indeed, this idea of peace-before- 
war is what our society today should be 
(and is) doing. Yet, the review calls the 
manner in which the Xenocide manual 
presents this process as “gleeful, thought- 
less and irresponsible.” 

It is only after many attempts at peace 
that you, as the player, are called to 
defend the human race from extinction. 
Your goal in the game is to destroy three 
moons (all viciously captured by the in- 
vading aliens) orbiting your home planet. 
This is what Xenocide is about— destroy- 
ing your own moons so as to remove the 
threat presented by the aliens there in 
hope of defending your own home world. 

The review goes further to compare 
Xenocide's documentation with that of 
fascist propaganda. Fascism is a form of 
government by dictatorship, forcible sup- 
pression of the people and belligerent 
racism, and is commonly associated with 
Adolph Hitler’s Nazism. In no way, shape 
or form can any part of the Xenocide 
documentation be compared to the 
beliefs of a fascist doctrine. Describing a 
peaceful, democratic and defenseless 
society as is done in the story line as 
being fascist propaganda is grossly incor- 
rect. 

You owe your readers the respect to be 
sure all information about a product is 
factual and represents the true intent of 
the product before you print a review. 
Xenocide was never designed to solve 
“complex moral issues” as your review 
suggests it should. We have designed a 
256 color game that combines the best 
of all worlds: a 3-dimensional Hovercraft 
level, a panoramic side view level with 
realistic effects of gravity, and a smooth- 
scrolling overhead view level, each with 
its own unique music score and graphics 
details. 


I Invite anyone who wishes to call or 
write us, free of charge, to request a 
copy of Xenocide’s game story line. I am 
sure they will find it sounds nothing like 
“fascist propaganda” and that the game 
is quite fun to play, the way computer 
games are meant to bel 

Brian Lent, President 
Micro Revelations, Inc. 

On page 75 of CGW #87, Charles 
Ardai noted that the game was in no 
way connected to Orson Scott Card’s 
novel of the same name. Hence, there 
was no error in editorial fact-checking. 

It made no difference which came ftrst, 
the novel or the game, because neither 
was related to the other. Only the title 
is common to both properties. Isn't it 
ironic, however, that a company can 
choose a title like Xenocide that both 
rhymes with genocide and evokes 
visions of alien genocide and then be of- 
fended when a reviewer and an 
editorial staff lake them at their title’s 
word. To be sure, “xenocide" is not in 
the dictionary, but by both sound and 
sense, it indicates the eradication of an 
entire species. Xeno- means alien and - 
cide references killing (usually murder, 
as in patricide, matricide, fratricide, 
suicide and homicide). That such an ac- 
tion is what is intended may be seen 
in the game’s documentation when it 
says, “Lock and load. It's time to com- 
mit xenocide!" However one may try 
to stack it, the very name of the game 
puts the player in a mindset for killing. 

How, admittedly, one of the staples 
of the action game diet is “killing. " The 
sprite-o-cide involved in most action 
games is generally relatively bloodless 
and sterile. Yet, the emphasis in most 
of those games seems to be on the on- 
screen character’s survival, the rescue 
of a helpless victim and the desire to 
defend something precious. The fiction 
in Xenocide sets up a situation where 
the protagonist must destroy three 
moons and everything on them. Worse 
than that, the on-screen character is 
Tirsl presented as bored, reckless and 
restless, such that his motive in the 
game has more to do with his desire to 
find action than to truly defend his 
planet and his family (albeit the nobler 
motives are mixed in with the baser 
motives). Remember, the review stated 
that Xenocide is “...a very exciting ac- 
tion game, ’’ but questioned the moral 
underpinning of the game. 

The publisher seems offended that 
the reviewer compared the documenta- 
tion to fascist propaganda. Perhaps, 
this is because they did their Job loo 
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Letters 


well. The section of the manual en- 
titled "The Situation" describes a 
genetic hybrid that is so evil compared 
to the human cioilization that is so 
good that one cannot help but wonder 
how "honest" the set-up actually is. Ac- 
cording to Webster’s Third New interna- 
tional Dictionary (Unabridged), propagan- 
da is the dissemination of information 
in such a way as to influence a person 
or group toward specific action. "The 
Situation" section is designed to 
prejudice the player toward the action 
summarized in the last sentence on 
page 3, "LOCK AND LOAD. IT'S TIME 
TO COMMIT XENOCIDE!" [sic] 

Now, to be sure, the CGW audience is 
slightly different than many magazines 
which review computer games. Our 
average reader is older and, hopefully, 
more mature than those of most of the 
magazines that specialize in action 
games. Our readers look beyond the 
games to consider technologies used, 
philosophies expressed and reai-worid 
implications, as weli as the more mun- 
dane concepts of interface, game 
mechanics and graphic/sound presen- 
tation. So, although we recognize the 
generaily positive quality of a game 
like Xenocide, we will speak out 
against what we perceive as thought- 
iess presuppositions surrounding the 
game design. Frankly, we see very few 
reviewers who actually address these 
real-world considerations and we feel a 
responsibility to do so. It is not our in- 
tent to discourage anyone from piay- 
ing a game which they might tike, but 
it would be our fault if we never spoke 
about reai-worid implications and the 
state of the genre got progressively 
worse. That is why, even at the risk of 
going overboard, CGW’s publisher and 
editor decided to iet the review run as 
it did and continue to stand behind 
our critic today. 


Self-UMSed Stamped Disk 
Envelope 

Free upgrades for UMS II are available 
by sending the original disks in a self-ad- 
dressed, stamped disk mailer to: Inter- 
galactic Development, Inc., 1427 
Washington Street, Davenfsort, Iowa 
52804. We will also include our 1 2-page 
newsletter with helpful hints, questions 
and answers. The upgrade is also avail- 
able as a download on CompuServe 
[GAMEPOB DL13]. 

D. Ezra Sidran 
Intergalactic Development 

Doesn’t Ad Up 

CGW keeps getting better and better 
with each issue— keep up the superlative 
work! 1 do have two gripes, however: 
Where is your CDTV coverage and why 
do you give advertisers awards for the 
“best ad” in your magazine? These 
awards might be relevant in an issue of 
Advertising Age, but not in a computer 
gaming magazine. 

[no name] 
Denver, CO 

We wouid like to urge readers to sign 
their comments when they send letters 
to the editorial staff. Normally, we do 
not print them, but this reader asked 
some reievant questions which we wiil 
attempt to answer. First, according to 
a Commodore representative, there 
are only about 30,000 CDTV consoles 
in the hands of consumers in the 
United States. Although the company 
Is allegedly broadcasting television 
ads In selective markets and the 
machines are supposed to be available 
in mass market outlets, they have yet 
to make their presence known in the 
real world. We would like to see CDTV 
succeed as an extension of the Amiga, 
as well as a stand-alone machine. Hou;- 
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ever, we feel like its strongest use is as 
a game machine and Commodore has 
done its best not to position the 
machine as such. Thus far, there is no 
reason to cover the machines. If CDTV 
becomes more available and more dis- 
tinctive games are published, we will 
be glad to cover CDTV. 

Second, the "Top Ad" awards are not 
out of place in Computer Gaming World 
for a very good reason. Since CGW is 
read by most of the decision-makers in 
the entertainment software industry, ai- 
lowing our readers to vote on the “Top 
Ad" is a means of letting the readers 
tell the Industry which ads are most ef- 
fective and best meet their needs. Fur- 
ther, entertainment software com- 
panies are, by and large, too small to 
be of much notice for the mass market 
awards presented in Advertising Age. 
Hence, this more focused competition 
offers an incentive for companies who 
would not ordinarily be competing to 
continue to improve and take risks in 
their advertising strategies. 

Break on Through 

I hope to see more previews of technol- 
ogy breakthrough games, such as Ul- 
tima VII and Strike Commander, in your 
magazine. Both games seem to warrant 
extensive coverage. 

Raffey Tehan 
Albany, CA 

We will continue to try to feature 
sneak previews of games which have 
compelling new technology, features 
or subject matter. With the amount of 
competition in the print media, it is un- 
likely that CGW will be able to sneak 
preview all the hot new titles, but It is 
sure a given that we will try/ 

SimGame Designer 

In regard to a possible SimClty 2, 
great! May I suggest various sizes of 
roads (from residential two-lane roads to 
super-highways). To capture the feel of 
real city zoning, the size and shape 
restrictions of the individual zone ’types’ 
will need to be eliminated. Whoever 
heard of a city made up of only parallel 
and perpendicular divisions? 

Sewer lines, storm lines and creeks, 
waste water treatment plants, buses and 
other forms of public transportation (an 
all-bike city?), dams and hydroelectric 
power... I can’t wait. 

Mike Niblett 
Santa Clara, CA 

Here’s looking at “2," kid. cow 
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“New” Hollywood Meets “Old” Hollywood In New Joint Venture 



ELECTRONIC ARTS® 


A s Of October 2, 1991, 
the para-phrased 19th 
Century editorial about 
the weather (which said that 
everybody talks about it, but 
nobody does anything about 
it) no longer applied to the 
term “multimedia.” Now, the 
combined electronic presenta- 
tion of audio, video and data 
called multimedia has spawned 
a logical partnership. 

The logical partnership for 
multimedia always seemed to 
be a joint venture between tradi- 
tional entertainment media cor- 
porations (motion picture, 
recording and/or print-media) 
and entertainment software 
companies. Time Warner, 
Electronic Arts and the ven- 
ture capital firm of Kleiner 
Perkins Canfield & Byers 
(the firm which helped capital- 
ize Lotus, Symantec and EA, 
among others) have an- 
nounced just such a joint ven- 
ture. 

The name of the new corpora- 
tion created by the entertain- 
ment triumvirate is SMSG, 

Inc. (San Mateo Software 
Group) and signals a myriad of 
new possibilities for reaching 
the mass market through inter- 
active products which involve 
“multimedia.” The new com- 
pany will be located In San 
Mateo (home of Electronic 
Arts) and will be led by W. M. 
(Trip) Hawkins III, chairman of 
EA and president/CEO of 
SMSG, Inc.. Officially, Haw- 
kins is expected to split time 
50/50 between companies. 

The creation of the company 
means that Sony is not going 
to be the only consumer 
electronics company with 
enough experience in multiple 
fields within the entertainment 
industry to influence software 
developers to play in their 
arena. Man_y industry/ observers 
have watched Sony’s expan- 


sion into new 
entertainment 
media with some 
trepidation. 

Although Time-Warner brings 
certain passive media proper- 
ties to the “party,” as it were, 
astute observers should be 
aware that the large media con- 
glomerate is already a software 
publisher (Warner New 
Media) and involved with “in- 
teractive” cable television ex- 
periments. So, the new 
company’s charter is not imme- 
diately clear. 

What is clear is that Time- 
Wamer would like to move 
their cable-television operators 
into the world of fiber-optics, 
potentially expanding the avail- 
able channels for cable 
recipients from 60-100 avail- 
able channels to 1000 or more. 
In order to keep from having 
to wire every house with fiber- 
optics, cable operators would 
like to place (theoretically) a 
sophisticated computer proces- 
sor in every cable customer’s 
receiver box. This would mean 
that the processor could con- 
tact a neighborhood node (like 
computer modems access), 
determine the availability of 
desired programming and 
download the custom program- 
ming to the cable customer’s 
box. Since the processor would 
already be on board the cable 
box and the mass media cus- 
tomer would (presumably) 
want to have such a box to 
maximize his/her available 
programming, it seems pos- 
sible to build this box as a 
multi-functional multimedia 
computer. 

None of the three companies 
have announced that building 
such a box is definitely their in- 
tention, but such a move 
seems logical, given the recent 
track records and interests of 
the partners. What is definite is 
that the formation of SMSG 
means that three companies 
have combined to prt^uce not 
only potential entertainment on 
demand, but customized enter- 


tainment. Trip Hawkins has al- 
ways had a vision in which 
entertainment software would 
change the world for the bet- 
ter. If the creation of SMSG 
does what it appears it will do, 
the new company will potential- 
ly solve three issues which Haw- 
kins has often addressed in 
recent years: standardization, 
limitations of CD-ROM and the 
need to reach the mass market. 

Mediagenic Files 
For Chapter 1 1 
Bankruptcy 

Once one of the largest enter- 
tainment software companies, 
Mediagenic, filed for Chapter 
1 1 bankruptcy on October 7, 
1991. Officials at the company 
suggest that 1990’s $20-miHion- 
plus judgment in favor of Mag- 
navox (in finalizing a long- 
term litigation over patented on- 
screen action) amounted to 
the final straw, but Industry ob- 
servers cite vacillating manage- 
ment and disappointing sales 
as significant causes, as well. 
Mediagenic’s reorganization 
plan calls for almost all of the 
company’s indebtedness to be 
converted into equity (i.e. com- 
mon stock). A committee of 
unsecured creditors and the 
company’s two secured 
creditors have already ap- 
proved the plan, which would, 
in essence, mean that existing 
creditors would own 80% of 
the common stock and the cur- 
rent roster of stockholders 
would have their holdings 
reduced to approximately 4.5% 
of the outstanding common 
stock. 

Although the existing com- 
mon stock was delisted from 
the NASDAQ system by the 
National Association of 
Securities Dealers, the agree- 
ment credits the conversion of 
debt to stock as being worth 
approximately $17 million. 
Mediagenic also notes that 
the reorganization 
under Chapter ) ) 
bankruptcy laws 
will not affect 


either its European or 
Japanese subsidiaries. The 
company also insists that it is 
still planning to release 
Leather Goddesses of Phobos 
II, The Lost Treasures of In- 
focom and other Christmas 
releases as scheduled. Neither 
the European or Japanese (Ac- 
tivision) offices will require 
any reorganization. 

Broderbund Files 
For Initial Public Of- 
fering 

Broderbund Software an- 
nounced on October 11, 1991 
that it had filed a registration 
statement with the Securities 
and Exchange Commission pur- 
suant to releasing an initial 
public offering of common 
stock (IPO). Alex, Brown & 
Sons is the principal under- 
writer of the offering, which is 
expected to consist of 
3,257,184 shares of common 
stock. The lower end of expec- 
tations for price per share 
would be $9.25 and the es- 
timated upper end of the price 
range would be $1 1.00 per 
share. The total amount of the 
common stock so issued will 
be sold by existing 
shareholders. 

In the wake of the successful 
Microprose IPO, prospects 
seem positive for the Broder- 
bund offering. Speculation 
would suggest that the place- 
ment of such an amount of 
stock from existing 
shareholders may indicate that 
long-term investors, such as 
Jostens, Inc., may be reduc- 
ing both their stake in Brodei^ 
bund and their current high 
level of input in the latter’s fu- 
ture direction. If so, this would 
place more authority in the 
hands of Broderbund’s 
present corporate manage- 
ment and allow them more 
freedom in planning the 
company’s future. COW 


^Brodefbund Softiuafe 
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SPA TOP 25 
HITS LIST 


MS-DOS Games 


August, 1991 


This 

iVlonth 

Last 

Month 

Title and Pubiisher 

1. 

* 

AD&D: Gateway to the 

2. 

* 

Savage Frontier (SSI) 

Secret Weapons of the 

3. 

1 

Luftwaffe (Lucasfilm Games) 
Castles (Interplay Productions) 

4. 

6 

King’s Quest V (Sierra On-Line) 

5. 

2 

Jetflghter II (Velocity) 

6. 

5 

Wing Commander I (Origin) 

7. 

3 

Chuck Yeager’s Air Combat 

8. 

8 

Electronic Arts 

SimCity (Maxis) 

9. 

9 

Links (Access) 

10. 

* 

Links — Pinehurst (Access) 

11. 

4 

Terminator (Bethesda Softworks) 

12. 

12 

Flight Simulator (Microsoft) 

13. 

14 

Lemmings (Psygnosis) 

14. 

7 

Eye of the Beholder (SSI) 

15. 

16 

Megatraveller 2 (Paragon) 

16. 

13 

SimEarth (Maxis) 

17. 

11 

Space Quest IV (Sierra On-Line) 

18 

* 

Tony LaRussa’s Ultimate 

19. 

21 

Baseball (SSI) 

Floyle’s Book of Games II — 

20. 

22 

Solitaire (Sierra On-Line) 

Jack blicklaus Unlimited 

21. 

15 

Golf (Accolade) 

Where in America’s Past is 

22. 

17 

Carmen Sandiego? (Broderbund) 
Wing Commander Secret 

23. 

19 

Missions Disk (Origin) 

A-W Tank Killer (Dynamix) 

24. 

23 

GamePack 1 

25. 

25 

(Software Toolworks) 

Where in the USA is Carmen 

Sandiego? (Broderbund) 

*rSot in July Top 25 


Source: Software Publishers Association 

cow 
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Advertisement 

EAD TOP 25 

ENTERTAINMENT SOFTWARE TITLES 


This 

Mo. 

Last 

Mo. 

Type 

Title 

Publisher 

1 

1 

SIM 

★ ★ No. 1 ★ 

Chuck Yeager's Air Combat” 

★ 

Electronic Arts® 


NEW 

SIM 

Secret Weapons of the Luftwaffe” LucasArts Entertainment” 

3 

Q 

RP 

AD&D®: Gateway to the Savage Frontier SSr 

4 

2 

RP 

AD&D®: Eye of the Beholder 

SSI 

5 

3 

EDUCATION 

Mavis Beacon Teaches Typing!” 

The Software Toolworks* 

6 

5 

SIM 

Mario Andretti's Racing Challenge” 

Electronic Arts 

7 

Q 

SPORTS 

Tony La Russa's Ultimate Baseball” 

SSI 

8 

4 

RP 

AD&D®: Death Knights of Krynn 

SSI 

9 

6 

SPORTS 

PGA TOUR® Golf 

Electronic Arts 

10 

12 

RP 

AD&D®: Secret of the Silver Blades 

SSI 

11 

7 

FAMILY 

The Chessmaster 2100” 

The Software Toolworks 

12 

8 

GADV 

The Secret of Monkey Island” 

LucasArts Entertainment 

13 

11 

GADV 

Loom” 

LucasArts Entertainment 

14 

— 

SIM 

Battlehawks”/Their Finest Hour” Bundle LucasArts Entertainment 

15 

10 

FAMILY 

Life and Death” 

The Software Toolworks 

16 

16 

SIM 

Harpoon” 

Three-Sixty™ 

17 

18 

SIM 

Armor Alley” 

Three-Sixty 

18 


STRATEGY 

Rules of Engagement” 

Mindcraft" 

19 

13 

GADV 

Maniac Mansion” 

LucasArts Entertainment 

20 

20 

SIM 

Their Finest Hour: The Battle of Britain” LucasArts Entertainment 

21 

23 

SIM 

Harpoon” Scenario Editor 

Three-Sixty 

22 

9 

FAMILY 

Software Toolworks World Atlas” 2.0 The Software Toolworks 

23 

22 

SIM 

688 Attack Sub” 

Electronic Arts 

24 

14 

GADV 

Centurion: Defender of Rome” 

Electronic Arts 

25 

21 

SIM 

F-29 Retaliator” 

Ocean® 


RP = Role-playing SIM = Simulation GADV = Graphic Adventure 
- EAD Top 25 is based on the combined sales of all formats. 


- Titles on the EAD Top 25 reflect 90 day unit sales (ending 8/31/91) of EAD 
which distributes the products of 14 leading independent software publishers. 
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The FIRST EVER Multimedia! T 

Entertainment Product I 

FuUy Animated TALKING I 

Characters I ssi thurs 

INTRIGUING Story Line ^ a 

IN DEPTH Character Development ~ — -- — — 

On Demand HINT SCREENS 

Rich MUSICAL SCORE - Digitized Sound Effects 

Supports ALL Major Sound Boards 

The Most Vivid, LIFELIKE GRAPHICS Ever Seen 

A Humorous, Thrilling Adventure With A KNOCKOUT ENDING! 


MARTIAN MEMORANDUM 

is now available at your local Dealer 
or CALL 1-800-800-4880 to order now. 

4910 W. Amelia Earhart Drive, Salt Lake City, Utah 84116 


memorandum 







Survey 


Computer Strategy and 
Wargames: The 1 900- 
1950 Epoch 

Part U (M-Z) of an Annotated 
Paiktography 

by M. Evan Brooks 



Art by Rodger MacGowen; © RBM Graphics 

COMPUTER 

WARGAMING WORLD 
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Wargame Paiktography 


T his article concludes the annotated paik- 
tography (list of games) which began in 
CGW #88. It should be noted that the 
ratings are an individual preference and do not 
necessarily reflect the opinions of the publish- 
er or editorial staff of this magazine. Also, 
please note the platform availability; a five-star 
game on an Atari 800 that is several years old 
is not of the same sophistication as a new 
product designed for a PC 486-33. However, it 
has been given its rating for what it did and, to 
a lesser extent, what it still does, and perhaps 
for the place it holds in this reviewer’s heart 
and memory. 

These ratings may generate a deluge of com- 
plaints, but again, these are intrinsically subjec- 
tive and a discriminating reader should be 
able to temper the ratings with this writer’s nor- 
mal reviews in order to ascertain the inherent 
biases. If any readers have additions/correc- 
tions/modifications (particularly to help fill in 
missing data), please send them to me in care 
of this magazine or via modem on QEnie (ad- 
dress: M.E. Brooks). 

Legend; xxx Data not available. 

Line 1: Title 

Line 2: (Machine Format (Atari / Com- 
modore / Apple II / TRS-80 / Apple MGS / 
Amiga / Atari ST / Macintosh / IBM]; Issue of 
CGW in which that game was mentioned; 
bold print refers to major article) Company / 
Designer / Date of Publication / Price (O/P: 
Out of Print)/ Rating: 


0 = Good use as a magnet holder 

* = Avoid 

** “Marginal 

• * * = Average to Good 

»«»» = Very Good 

***** = Highly Recommended 
+ = “and a hair 

N-R = Not Rated) 

Line 3: Difficulty (Beginner/Inter- 
mediate/Advanced); Environment 
(Land/Naval/ Air/Diplomatic); Level* (Tacti- 
cal/Operational/Strategic): # of Players (M: 
modem option) 

Tactical: man-to-man up to company level. 
Turns represent seconds to hours. 
Operational: battalion-level to division-level. 
Turns represent hours to weeks. 

Strategic; corps-level to theater army or 
higher. Turns represent weeks to years. 


Military Unit 


# of Men 

Fire Team 

2- 

3 

Squad 

9- 

12 

Platoon 

40- 

50 

Company 

120- 

150 

Battalion 

500- 

1,000 

Brigade 

3,000- 

5,000 

Division 

10,000- 

15,000 

Corps 

20,000- 

80,000 

Army 

100,000- 

up 


Malta Storm 

(Am/ST/I; #65,72,74) Simulations Canada; 
Robert Crandall; 1990; $60.00; N-R 
Adv/Nav/Op-Str 
1-2 


IZl 138 

Warlords: Strategy 

IZl 144 

Western Front Strategy 


Computer Wargaming World is pub- 
lished twelve times a year as a free 
supplement in Computer Gaming 
World. 

II Samuel 22:35 



Brooks of Arabia: the author in Kuwait 


A simulation of the battle for the Mediter- 
ranean between December 1941 and August 
1942 utilizing three-week turns. 

Malta Strike 

(Ap/T) Discovery; Dave Arneson; 1980; O/P; 
N-R 

Beg/Air/Tac 

1 

Tactical combat in the World War II Mediter- 
ranean theater. 

Mare nostrum 

(Ap/I) General Quarters; Owen P. Hall, Jr.; 
xxx; $35.00; N-R 
Beg/Nav/Tac-Op 
0-2; M 

World War II action between the Royal Navy 
and the Italian Fleet. 

Marianas Turkey Shoot 

(AP/I) General Quarters; Owen P. Hall, Jr.; 
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xxx; $35.00; M-R 
Bat/Nav/Tac-Op 

0- 2; M 

The largest air carrier battle in history, as 
well as the most one-sided. WWII action with 
the last gasp of the Japanese. 

MeU-Cobra 

(C/A) DKG; xxx; xxx; O/P; N-R 
Int/Land/Op 

1 - 2 

Break-out from the Normandy beachhead, 
1944. 

Midway: The Battle That Doomed Japan 
(I) General Quarters; Owen P. Hall, Jr.; 

1987; $35.00; N-R 
Int/Nav/Op-Str 
1-2 

Now in its second (1989) edition. 

Midway Campaign 

(A; #37) Avalon Hill; National Microcomputer 
Associates; 1980; xxx; * 

Beg/Nav-Air/Op 

1 

An operational/strategic simulation of the 
Midway campaign, this game has been super- 
seded by improvements in computer design. 
Primitive graphics and gameplay do little to en- 
hance its durability. 

MlGs and Messerschmltts 
(Ap/T) Discovery, Dave Wesley and Ross 
Maker; 1980; O/P; N-R 
Beg/Air/Tac 
1 

Tactical World War II air combat in the East. 
Miracle at Midway 

(Ap/I; #65,66) General Quarters; Owen P. 
Hall, Jr.; 1989; $35.00; N-R 
Beg/Nav/T ac-Op 

0- 2; M 

The decisive WWII battle in the Pacific. 
Moscow Campaign 

(l/Ap/ST) Simulations Canada; Stephen St. 

John; 1987; $60.00; N-R 

Adv/Land/Op 

1 - 2 

A simulation of Operation Typhoon and 
White Storm (30 August 1941 - 13 February 
1942). 

Normandy, Battles In 
(C/Ap; #40,42,54) Strategic Studies 
Group; Roger Keating and Ian Trout; 1987; 
$39.95; ♦♦ 

Adv/Land/Op 

1-2 

The Normandy invasion and break-out, this 
Strategic Studies Group simulation is marred 
by the utilization of the Battlefront system in a 
situation where it is inapplicable. The historical 
use of fire and maneuver tends to bog down 
in a war of attrition; corps maneuverability be- 
comes mired in a morass of engagements 
which yield ahistorical results. 

Normandy, Battle for 

(A/Ap/C/I; #3.4,37) Strategic Simulations, 
Inc.; David Landrey; 1984; O/P; *** 
Int/Land/Op 
1-2 

An operational simulation of the invasion of 
Normandy, this game is easy to learn, al- 
though the documentation covering the actual 
landings leaves much to be desired. A solid in- 
termediate level game in 1984, it is dated and 
suffers from a lack of joystick input, yet this 
reviewer still enjoys it. 


Panzer Battles 

North Atlantic Convoy Raider 
(xxx) Avalon Hill; xxx; xxx; O/P; N-R 
xxx 

One of Avalon Hill's earliest releases, a simple 
strategy game based on World War II naval 
strategy. 

Objective: Kursk 

(A/C; #5.2) DKG; Mark Sommerlott; 1984; 
O/P; N-R 
Int/Land/Str 
1-2 

Objective: Kursk 

(A/C; #4.4,37) Strategic Simulations, Inc.; 

Gary Grigsby; 1984; O/P; ** 

Adv/Land/Tac-Op 

1-2 

A tactical/operational simulation of the 
largest tank battle in World War II, it is very 
detailed. However, user input is tedious via key- 
board and the game system overall is some- 
what bland. 

Operation Com* Bat 

(Am; #75) Merit; Scott Lamb; 1990; $49.95; 
N-R 

?/Land/Tac 
1-2; M 

Abstract wargame. 

Operation Keystone 

(I; #28,31) Overt Strategic Simulations; 

T.J. Peto, Jr.; 1986; O/P; * 

Int/Nav/Tac 

1 

World War II submarine operations in the 
Pacific. Similar to both Silent Service and 
CATO (cf. infra), but less interesting than 
either. 

Operation Market-Garden 
(A/C/Ap/I; #5.3,5.4,37) Strategic Simula- 
tions, Inc.; 1986; Chuck Kroegel and David 
Landrey; O/P; *+ 

Air/Land/Op 

1-2 

A tactical/operational simulation of the 
largest Airborne operation of World War II, this 
game suffers from graphic sensory depriva- 
tior>— determining the road network is a lesson 
in frustration. Also, input may not be read- 
justed in mid-play, and overall, the user inter- 
face is both clumsy and unforgiving. 

Operation Overlord 

(Ap/ST; #32) Simulations Canada; Stephen 
St. John; 1986; $60.00; N-R 
Adv/Land/Op 
1-2 


A simulation of the first eleven weeks follow- 
ing D-Day (6 June - 28 August 1942). 

Operation Whirlwind 

(A;#3.5,37) Broderbund; Roger Damon; 

1984; O/P; **+ 

Beg/Land/Tac 

1 

Ancestor of Field of Fire, Panzer Grenadier 
and Wargame Construction Set (cf. infra), ‘ 
this tactical simulation of an urban assault 
during World War II remains fun to play, 
despite its age. However, overall, it has not 
aged all that gracefully. 

Overlord 

(ST) CSS; Ken Wright; 1989; xxx; N-R 
Int/Land/Op 
1 

A divisional-level simulation of the Invasion 
of Normandy. 

P-57 Mustang Flight Simulator 

(M; #60) Bullseye; Donald A. Hill, Jr.; 1989; 

$59.95; N-R 

Air/Tac 

1-2; M 

Cut from the same cloth as the Fokker 
Trlplane Simulator (cf infra) but slightly more 
detailed. 

Pacific Storm: The Midway Campaign 
(Am/ST/I) Simulations Canada; xxx; 1991; 
$60.00; N-R 
?/Nav/Tac-Op 
1-2 

Pacific Storm: The Solomons Campaign 
(Am/ST/l) Simulations Canada; xxx; 1991; 
$60.00; N-R 
?/Nav/Tac-Op 
1-2 

An operational simulation of the South 
Pacific (1942-1943) in two-week turns. 

Panzer Battles 

(C/Ap/I; #68,69) Strategic Studies Group; 

Roger Keating and Ian Trout, 1989; $39.95; 

*** 

Adv/Land/Tac 

0-2 

The Battlefront (cf. infra) system on the 
East Front, with six scenarios (Minsk, Moscow, 
Kharkov, Prokhorovka, Kanev and Korsun). In- 
terestingly enough, Moscow, Kharkov, Kanev 
and Korsun have all been the subjects of 
paper wargames and the computer offers a dif- 
ferent perspective. 

Panzer Grenadier 

(A/C/Ap; #5.5,37) Strategic Simulations, 
Inc.; Roger Damon; 1985; O/P; ** 
Beg/Land/Tac 
1 

A tactical simulation of armored warfare on 
the Eastern Front during World War II, it is 
marred by historical inaccuracy. Reconnais- 
sance by fire is overemphasized, and oppor- 
tunity fire is hit-and-miss. It lacks the panache 
and elan to yield an enduring game ex- 
perience. 

Panzerjagd 

(A/C; #4.6,37) Avalon Hill; Richard W. 
Scorupski; 1984; $30.00; * 

Beg/Land/T ac 
1 

A tactical simulation of armored warfare 
during World War II, it is obviously dated by 
newer efforts and has little to recommend it 
today. 

Panzer Strike 
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(C/Ap/ST/I; #45,47) Strategic Simulations, 
Inc.; Gary Grigsby; 1988; $44.00/$49.95; **+ 
Adv/Land/Tac 
0-2 

A tactical simulation of World War II small- 
unit actions in the West and East Fronts. Very 
detailed, but the lack of a panoramic bat- 
tlefield view often allows one to lose track of 
objectives, and it may take hours to complete 
a “thirty-minute" assault. 

Panzer War 

(A; #4.6) Windcrest Software; George A. 
Schwenk; 1983; O/P; N-R 
Beg/Land/Op 
1-2 

Operational battles on the Russian Front 
played for amusement, not historical accuracy. 

Patton Strikes Back 

(M/l) Broderbund; Chris Crawford; 1991; 
S59.95; N-R 
Int/Air/Tac-Op 
1-2 

Chris Crawford’s forthcoming entry covering 
the Battle of the Bulge (World War II). 

Patton Versus Rommel 

(C/M/I; #35) Mindscape; Chris CraWfend; 

1987; $14.95; **-t 
Int/Land/Op 
1-2 

An operational campaign in France, 1944, 
this simulation was characterized by innova- 
tive play systems marred by difficuH traf- 
ficability and passage of lines. 


Perfect General, The 

(I; 86) QQP; Mark Baldwin; $59.95; 1991; N-R 

Int/Land/Tac 

1-2; M 

By the designer of Empire (cf. infra), this 
abstract game of tactical battles looks like it 
will be very interesting with its multiple 
scenarios. 

P.O.W. 

(Am) ActionWare; xxx; xxx; $39.95; **+ 
Beg/Land/Tac 
1 

An straight arcade “shoot-em-up.* Distitv 
guished by excellent graphics and sheer fun, 
this game provides mindless entertainment. 

Power at Sea 

(C;#46) Accolade; Distinctive Software, Inc.; 
1987; xxx; * 

Beg/Nav/Tac-Op 

1 

The WWll battle of Leyte Gulf is presented 
with a tremendously reduced order of battle 
and the combat itself is limited to arcade 
resolution. 

Prelude to Jutland 

(Ap/I; #65) General Quarters; Owen P. Hall, 
Jr.; 1986; $35.00; ** 

Beg/Nav/Tac-Op 
0-2; M 

The preliminary battles of 1915 and the 
Grand Battle itself. Minimalist conception of 
graphics and user-clumsy interface. 

PT-109 


(M/I; #48,51) Spectrum HoloByte; Gordon 
Walton; 1988; O/P; **+ 

Adv/Nav/Tac 

1 

PT boat tactics in the South Pacific; relatively 
good graphics and game play on a subject 
rarely covered, but it’s no Jack Kennedy. 

Pursuit of the Graf Spee 
(Ap) Strategic Simulations, Inc.; Joel Bill- 
ings; 1982; O/P; N-R 
Int/Nav/Tac 
1-2 

Simulation of the early World War II battle 
off Montevideo Harbor. Very dated. 

RAF: Battle of Britain 

(Ap/T) Discovery; Dave Ameson, Dave Wes- 
ley and Ross Maker; 1979; O/P; N-R 
Beg/Air/Op-Str 
1 

A simulation of up to 12 fighter aircraft in 
the World War II Battle of Britain, complete 
with wire-frame graphics. 

Red Baron 

(I; #74,75,76,81,83,84) Dynamix; Damon 
Slye; 1991; $59.95; ***** 

Adv/Air/T ac-Op 
1 

The best World War 1 air simulator ever 
done. Graphics, sound, historical accuracy and 
superb game play combine into a complete ex- 
perience. 

Rising Sun, The 

(Ap/I) General Quarters; Owen P. Hall, Jr.; 


INNOVATION, ACCURACY, & REALISM. 
HAVE YOU EVER WONDERED 
WHY THOSE OTHER GAMES 
DON’T HAVE THEM? 

PERHAPS, WHILE DOING THE PRETTY 
PICTURES, 

THEY FORGOT ABOUT 
RESEARCH, TESTING, ^ DESIGN. 

WE DIDN’T. 

SIMULATIONS CANADA... 

FOR SERIOUS WARGAMING 

NAVAL COMBAT: 

•••New"*PACIFIC STORM: THE MIDWAY CAMPAIGN, Operations In The 
Central Pacific, 1942. in this second PACIFIC STORM study, we turn to Admiral 
Yamamoto's grand plan to defeat the American Navy after the partial success of 
the Pearl Harbor attack and the humiliation of the Doolittle raid. Spanning the 
open reaches of the Pacific from the Home Islands to Hawaiian chain, with 
Dutch Harbor and Truk as theatre limits, and in the center, Midway Island, the 
game concentrates on plan formulation and execution via command and control 
to hold the pivotal position between the American Navy and Japan during an 18 
week campaign. Amiga, Atari ST, & IBMPC. 

“•New"*PACIFIC STORM: THE SOLOMONS CAMPAIGN, Operations in 
The South Pacific, 1942-1943. The US advance back into the Pacific went north 56 
Midway and south to a previously obscure island called Guadalcanal. Midway 
was a fast victory. The fight for the Solomons was the hardest of the war. This 
operational naval, air, and land simulation concentrates on the command and 
control of an entire theatre of war, covering the campaign in 2 week turns. 
Amiga, Atari ST, & IBMPC. 

FLEET MED, Tactical Naval Combat In The Med, 1939-1943. 

MALTA STORM, The Battle For The Mediterranean, 1941-1942. 
KRIEGSMARINE, Tactical Naval Combat In The Atlantic, 1939-1944. 
NORTHERN FLEET. Modern Naval Operations in The Atlantic Ocean. 
GRAND FLEET, Tactical Naval Combat in The North Sea 1906-19207 " 

IN HARM’S WAY, Tactical Naval Combat In The Paciftc. 1943-1944. 

LONG LANCE, Tactical Naval Combat In The Pacific, 1942. 
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SEVENTH FLEET, Modern Naval Operations In The Pacif ic Ocean. 
FIFTH ESKADRA, Modern Naval Operations In The Mediterranean Sea . 
GREY SEAS, GREY SKIES, Tactical Modern Naval Combat . 


LAND COMBAT: 

•■•New**'MAlN BATTLE TANK: MIDDLE EAST, Modern Tactical 
Armoured Combat. The Middle East seems to forever be in turmoil. And if 
recent history is any indicator, this situation will not be changing in the near 
future. MBT:ME, our third MBT game (in design for two years and delayed to 
incorporate data from the recent Gulf conflict) provides the terrain of the 
Middle East deserts and the forces of the local powers, as well as intervention 
countries, in a command oriented simulation that allows for past, current, and 
future combat situations. Prebuilt scenarios and a "build your own" system are 
provided. Amiga, Atari ST, & IBMPC. 

•••New*"BATTLE TANK: KURSK TO BERLIN, Tactical Armoured 
Combat In The East, June 1943 - May 1945. Though the war in the East was not 
going well tor Germany, the General Statt still thought it might be won with the 
new tanks and weapons just starting to stream in from the factories. That hope 
died at Kursk, but left 2 more years of brutal combat. This second game in our 
grand tactical BT series completes our coverage of the East front. Prebuilt 
scenarios and a "build your own" system are provided in this detailed 
command style study. Amiga, Atari ST, & IBMPC. 

MBT: NORTH GERMANY, Modern Tactical Armoured Combat 

BT: BARBAROSSA TO S'TALINGRAD, Tactical Armoured Combat In The 

East, June 1941 - May 1943. 

MBT: CENTRAL GERMANY, Modern Tactical Armoured Combat. 

ROMMEL AT EL ALAMEIN, Battles For Egypt, 1 July to 6 November, 1942. 
MOSCOW CAMPAIGN, Typhoon & White Storm, Aug 1941 to Feb 1942. 

TO THE RHINE, The Allied Advance In The West, 29 Aug to 11 Dec, 1944. 
ROMMEL AT GAZALA, Battles For Tobruk, 26 May to 27 June 1942. 
STALINGRAD CAMPAIGN, The Turning Point In Russia, Jun 1942 - Feb 1943. 
KURSK CAMPAIGN, Operation Zitadelle, Summer 1943. 

OPERATION OVERLORD, The Invasion Of Europe, 6 June - 28 August, 1942. 
GOLAN FRONT, The 1973 Arab/Israeli War In The North. 

FALL GELB, The Fall Of France, Spring 1940. 


ORDERING INFORMATION, PLEASE READ CAREFULLY; All games are 
$60.00 each lor Americans, $80.00 each lor Canadians (GST included), and 
$65.00 each lor purchasers outside North America. We will let cheques clear 
before shipping (6 weeksi), so, money orders are preferred. PLEASE be sure 
to tell us which computer you own. “Purchasers from outside of Canada 
should send payment in U.S. funds.** Nova Scotia residents must add an extra 
10% of the total lor Provincial tax. 

SIMULATIONS CANADA, P.O. Box 452, Bridgewater, NS, Canada, B4V 2X6. 
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M dvanced vvargamers, 
/M you’ve hailed Second 
A. A. Front as the definitive 
simulation of the War in 
Russia. Now get ready for its 
sequel — Whsthrn Fro.\t! 

■ Contains the Overlord cam- 
paign game (starting before 
D-Day and ending in 1945) 
and Breakout fivm Normandy, 
Diadem and Bn /ge scenarios. 

■ Map covers France (west) 
to Berlin (east), and England 
(north) to Southern Italy. 

■ Control every detail of the 
land and air war — resolved 
down to individual tanks, 
artillery pieces, planes and 
infantry squads. 

■ Di\dsion-level strategic 
combat; for 1 or 2 players. 


TO ORDER: Visit your retailer 
or call the SSI Direct Sales Dept, 
at (408) 737-6800. Or write: 

SSI, 675 Almanor Avenue, 

Suite 201, Sunnywale, 

CA 94086. To receive SSI’s 
complete product catalog, 
send Sl.OO to same address. 


■ ^ y ^ Jl n, Jl 


Allied playerrevieivs units that 
make up the ISI British Coi-ps. 
More pop-up menus are avail- 
able to show even greater detail. 


Allied armies are poised to break 
out from Normandy. 


^ First, (there ips Second Fronts 

NoM|^n|ies th^nost detailed compute] 

o^e Allied Invasion of 
Europe ^ as only SSI can deliver! 






-Vi 

‘.C 


►IBM 

►AMIGA 


©1991 Strategic Simulations, Inc. 

All rights reserved. 
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Survey 


xxx; $35.00; IN-R 
Beg/Nav/Tac-Op 

0- 2; M 

The Russo-Japanese War (1904-5). An inter- 
esting period that has been rarely simulated. 

Road to Moscow 

(C; #40,41) Ba'rac Limited; Phil Qardocki 
and Greg Mojher; 1984; O/P; N-R 
Ad v/La nd/Op-Str 

1 - 2 

A corps-level simulation of World War ll’s 
War in the East (for a more contemporary 
treatment, cf. Second Front). 

Rock of Stalingrad, The. Later published by 

Game Designers’ Workshop. 

(Ap) Benchmark Software; Stephen New- 

burg; 1983; O/P; N-R 

xxx 

xxx 

An early attempt to simulate the World War 
II epic Battle of Stalingrad. No graphics. 

Rommel: Battles for North Africa 
(C/Ap/1; #50,51,64;65) Strategic Studies 
Group; Roger Keating and Ian Trout; 1988; 
$39.95; *** 

Adv/Land/Op 

0-2 

Rommel in the Battlefront (cf. infra) system, 
this simulation offers several famous battles of 
the African Campaign as well as the “design- 
your-own" option. 

Rommel: Battles for Tobruk 
(A/Ap/C; #32,37,48,50) Came Designers’ 
Workshop; Frank Chadwick; 1986; O/P; *+ 
Adv/Land/Tac-Op 
1-2 

A tactical/operational simulation of World 
War ll's desert battles, this game is very 
detailed and complex. Supply and air rules are 
among the most complex ever devised, but 
sheer unplayability and ennui will deter most 
players. The graphics deserve special mention, 
since they look like someone ate a Big Mac 
and threw up onto the screen. 

Rommel at el Alameln 

(Ap/ST/I; #52) Simulations Canada; Bill 

Nichols; 1988; $60.00; **+ 

Adv/Land/Op 

1-2 

Operational study of the World War II battle 
(1 July - 6 November, 1942). SimCan’s 
philosophy of producing fog-of-war-intensive 
command simulations works reasonably well 
in this theater of war. 

Rommel at Gazala 

(Ap/ST/I; #30,40,41) Simulations Canada; 
Stephen St. John; 1986; $60.00; **+ 
Adv/Land/Op 
1-2 

The Battle for Tobruk (26 May - 27 June 
1942). Again, SimCan's fog-of-war approach 
works reasonably well for the desert warfare 
depicted herein. 

Russia 

(C/Ap; #39,40,41) Strategic Studies 
Croup; Roger Keating and Ian Trout; 1987; 
$39.95; ****+ 

Adv/Land/Str 

1-2 

A simulation of the entire Eastern Front 
(1941-1945), it is similar to both War in Rus- 
sia and Second Front (cf. infra). However, it 
offers a more impressionistic and less quantita- 
tive analysis. Even with its age, this product is 



Rommel: Battles for North Africa 


highly recommended, and it is to be hoped 
that a MS-DOS version will be forthcoming. 

Sands of Fire 

(M/1; #74) Three-Sixty Pacific; Gordon Wal- 
ton; 1990; $49.95; ** 

Beg/Air/Tac 

1 

World War II North Africa from the tank 
commander’s cupola, this game offers both ar- 
cade and simulation play. One of the more irv 
teresting graphic/sound aspects is the gun 
ejecting an empty shell with a satisfying 
“thunk." but in many ways, “thunk” also 
describes the game play. 

Search and Destroy 

(C/I; #43) xxx; xxx; xxx; O/P; * 

Beg/Nav/Tac 

1 


World War II destroyer simulation, distin- 
guished by nothing of importance. More 
reminiscent of an arcade-type product, with 
certain similarities to Destroyer (cf. infra). 

Second Front 

(I/Am; #65,68,72,73,85) Strategic Simula- 
tions, Inc.; Gary Grigsby; 1990; $59.95; ***•+ 
Ad v/La nd/Of>-Str 
0-2 

The Eastern Front of World War II, covered 
from start to finish. Different levels allow one 
to see losses taken down to squad level. 
Replace commanders, build armies, seize ob- 
jectives. It’s all here, and this is the simulation 
to have on the Eastern Front. 

Secret Weapons of the Luftwaffe 
(I; #74,76,77,88) Lucasfilm; Lawrence Hol- 
land; 1991; $69.95; ****+ 

Int/Air/Tac-Op 

1 

Lucasfilm’s newest entry, finally appearing 
after a one-year delay. It places emphasis on 
the bomber offensive over Germany (1943- 
45), with B-17s and German fighters such as 
the Me-262 jet. It features excellent graphics 
and attempts to portray tactical, operational 
and strategic levels (and generally succeeds). 

Sherman M4 

(I) Lorelei; xxx; xxx; xxx; ** 

Beg/Land/Tac 

1 

An arcade-type treatment of desert warfare 
during World War II. 

Sieg In Afrika 

(C/Ap; #4.5,5.1) Simulations Canada; xxx; 
1984; $60.00; N-R 


Adv/Land/Op 

1-2 

The desert campaign (1940-1943) covered 
from a strategic viewpoint. 

Silent Service 

(C/l/A/Ap/Am/ll-GS; #25,26,30,37) Micro- 
Prose; Sid Meier; 1985; $19.95; ** 
Adv/Nav/Tac 
1 

A tactical simulation of submarine warfare In 
the South Pacific during World War II. Detailed 
rules, historical accuracy and layers of com- 
plexity made this simulation a necessity in 
every gamer’s library when it first appeared. 

But it has been rendered obsolete by time and 
superseded by Silent Service II. 

Silent Service II 

(I; #74,76) MicroProse; Arnold Hendrick; 

1990; 59.95; ****+ 

Adv/Nav/Tac 

1 

A remake of Silent Service, this game 
brings what was a fine simulation up to state- 
of-the-art graphics and gameplay. It does not 
seem to have engendered the rousing recep- 
tion that its predecessor received, but it 
remains the best World War II submarine 
simulation available. 

Sky Shark 

(C; #61) Taito; xxx; 1989; xxx; N-R 
Beg/Air/Tac 
1 

A World War 11-era arcade aerial “shoot-’em- 
up.“ 

Sniper! 

(#61,63) CompuServe; Steve Estvanik; xxx; 
xxx; *** 

Air/Land/Tac 

1-multi 

Based on the SPI game of boardgame fame, 
the on-line version of man-to-man infantry com- 
bat uses ASCII characters to provide satisfying 
human-to-human competition for those tired of 
competing with “artificial" intelligence. 

Sonar Search 

(C) Signal Computer Consultants; xxx; 
1984; O/P; N-R 
Int/Nav/Tac 
1 

Early simulation of battles in the North Atlan- 
tic during WWII (the player’s three destroyers 
against five computer submarines). One of the 
first computer wargames to use a keyboard 
template as a game aid. 

Spitfire Ace 

(A/C; #4.4) MicroProse; Sid Meier; 1984; 

O/P; * 

Beg/Air/Tac 

1 

An early combat simulator, which has been 
severely wrinkled by age. 

Spitfire '40 

(C/Ap; #69) Avalon Hill; Mirrorsoft Ltd.; 

1986; $35.00; 0 
Int/Air/fac 
1 

World War II flight simulator; poor graphics 
and poorer execution. It flies like a bus with 
the maneuverability of a tractor-trailer. 

Stalingrad Campaign 

(C/I/Ap/ST; #37) Simulations Canada; Bill 

Nichols; 1987; $60; * 

Adv/Land/Op-Str 

1 
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Offensive Weapons Station 


BASED ON FLIGHT OF THE OLD DOG, DALE BROWN'S BEST-SELLING NOVEL 


Electronic Warfare Station 


Multi-position bomber 
simulation with Pilot, Navi- 
gator, Electronic Warfare 
and Offensive Weapons. 

Complete electronic counter- 
measures mirror current 
"stealth" technology. 

Multiple missions designed 
by Dale Brown in 3 different 
geographical areas: Iraqi 
Kuwait, eastern USSR, and 
USAF Red Flag training 
center. 

Arsenal includes air-to-air 
and air-to-ground missiles, 
anti-radar missiles, air mine 
rockets, standard high- 
explosive "iron" bombs, and 
a 3,000 lb TVlinfrared 
guided glide bombs. 

Terrain guidance radar 
screens operating at realtime 
speed. 

Full 256 color VGA graphics 
in a 3D world with universal 
camera angles. 

Sound Blaster and AdLib 
sound. 

Package includes Dale 
Brown's bestselling novel. 
Flight of the Old Dog. 


I t's the enemy's worst nightmare: a nearly-invisible heavy bomber, carrying enough firepower to destroy 
the most heavily defended installation in the world. 

Forget run-of-the-mill flight simulators. Megafortress is in a class by itself: a radically modified B52H 
Stratofortress, with radar-absorbing fibersteel skin and enough state-of-the-art sensory and weapons 
systems to jam and blast its way into any target on earth. 


It's a huge, complex aircraft that demands attention to a dizzying array of tasks. Your mission isn't simply to i 
fly Megafortress; your job is to deliver 200 tons of death and destruction across 5000 miles of unfriendly airspace i 
and eliminate a specific, heavily-defended target, all the while keeping your location a secret. To succeed, you | 
must master the four different stations that control Megafortress' systems. 


You're not just a Pilot, responsible for takeoff and landing, mid-air refueling and other basic maneuvers. As 

Navigator you'll plot a course halfway around the world, keeping the 
mission on track; as Electronic Warfare Officer you're glued to a 
radar scope, hunting for threats, jamming signals, keeping the 
aircraft hidden; as Offensive Weapons Officer you have massive 
firepower at your disposal: air-to-air missiles, anti- 
radar missiles, and air mine rockets for defense, and 
a 3,000 lb TV / infrared guided glide bomb for the 
final attack. 


With missions designed by Dale Brown, 
B-52 navigator and best-selling author. 
Megafortress isn't just another flight 
simulator; it's an adventure in the real- 
ity of strategic air assault today. 


IHREt-SIXTY PACIFIC, INC 
2105 S.BASCOMAVE.STt. 380 
CAMPBEll,CA 95008 
408-879-9144 

IOOROER:VI5IIYOUR8rAllERORaU 
800-245-4525 IN THE USA AND CANADA 







Survey 


An operational/strategic simulation of the 
1942-1943 Russian campaign, this game fails 
due to lack of user implementation, poor 
documentation and the sheer inability of the 
game to deliver any semblance of player par- 
ticipation. 

Storm Across Europe 
(C/Am/I; #62,65,74,75) Strategic Simula- 
tions, Inc.; Dan Cermak; 1989; $39.95/59.95; 

*** 

Int/Land-Nav/Op-Str 

1-3 

Similar to the boardgame Hitler’s War, ex- 
cept the computer interface is much more 
awkward. The graphics are primitive and the 
documentation somewhat sparse. Yet, as a 
game covering the entire Eastern and Western 
Fronts of World War II, it can be fun to play. 

Sub Battle Simulator 

(C/I/Ap; #36,38) Epyx; Gordon Walton; 1987; 
O/P; *** 

Adv/Nav/Tac 

1 

World War II submarine simulator in either 
the Atlantic or Pacific theater. Time has made 
this effort obsolescent, but it did have some in- 
teresting features (and some not so interest- 
ing, e.g. one’s submarine could claw its way 
across the coast of Spain rather than transit- 
ing through the Straits of Gibraltar). 

Submarine Commander 
(A) Thorn; xxx; xxx; O/P; * 

Beg/Nav/Tac 

1 

Virtually the first submarine simulator, it was 
innovative in its time, but now offers virtually 
nothing for the simulation gamer. 

Surrender at Stalingrad 

(C/A; #37) DKG; Marc Summerlott; 1986; 

O/P; *+ 

Int/Land/Op 

1-2 

The World War II southern offensive in the 
East carried on in DKG’s inimitable format, i.e. 
primitive graphics, inadequate user interface 
and overall slowness of execution. 

TAC 

(A/C/Ap/I; #3.4,37) Avalon Hill; Ralph H. 
Bosson; 1984; $30.00; * 

Beg/Land/Tac 

1-2 

A tactical simulation of armored conflict 
during World War II. Similar to PanzerJagd 
(cf. infra), and just as obsolescent. 

Tanks and Squads 

(xxx) C&C Software; Al Winfree and Tim 
Deane; 1982; O/P; N-R 
xxx 
2 

Ostensibly a “simulation" of World War II 
Eastern Front tactics, it is extremely primitive. 

Tanktics 

(A/Ap) Avalon Hill; Chris Crawford; 1982; 
xxx; **+ 

Int/Land/Tac 

1 

Essentially a computer-assisted boardgame, 
Tanktics features hypothetical World War II 
German-Russian armor battles. The player can 
only play the German. It is notable as one of 
the first computer wargames. 

Their Finest Hour 

(I; #65,66,67,75,77,82,83) Lucasfilm; 
Lawrence Holland; 1989; $59.95; •***+ 





,, _ STRATEGIC LAND COMBAT 

tc battle report >> <I(UTIAL OOOS Z : 
CLENGTH: Z HE£Ks5 (TERRAIN: CLEAR 5 
,®Z„0F OUR ARMIES OS. 01 ENEMY ARMIES. 
(OUR LOSSES: 35X> (ENEMY LOSSES: M0y.> 
HE ARE OICTORtnils. TRIGGER TO CONTINUE 


Storm Across Europe 


Int/Air/Tac-Op 

1 

The Battle of Britain done in Lucasfilm’s inim- 
itable style. Multiple planes, a campaign op>- 
tion and a design-your-own scenario option 
offer an outstanding product. 

Third Reich, The Rise and Decline of the 
(Am,ST; #62;86) Avalon Hill; Thalean 
Software; 1992; ?; N-R 
Adv/Land-Air-Sea/Str 
0-2 

Forthcoming translation of the classic board 
wargame to a computer format. Wargamers 
are expectant, but have some reservations be- 
cause of earlier disappointments in attempting 
to translate great boardgames into reputable 
computer games. 

Tigers in the Snow 

(A/C/Ap; #37) Strategic Simulations, Inc.; 

Chuck Kroegel and David Landry; 1981; O/P; 

* 

Beg/Land/Op 

1-2 

An operational simulation of the Battle of the 
Bulge, its primitive graphics, play mechanics 
and poor user interface have been superseded 
by more recent efforts. 

Tobruk: The Clash of Armour 

(C; #49) DataSoft; Steve R. Williams; 1987; 

xxx; 

Beg/Land/Tac-Op 

1 

A tactical/operational "simulation" of the 
African campaign covering the Battle of 
Gazala with a strong arcade element inter- 
woven into the product. Rather than com- 
plementing each other with ease, the simula- 
tion and arcade aspects denigrate each other's 
appeal. 

Top Gunner Collection 
(A/C) MicroProse; Sid Meier; 1986; O/P; * 
Beg/Air/Tac 
1 


Three arcade games in a package. Hellcat 
Ace (cf. infra) is the only one within these 
review parameters. One of the first combat 
flight simulators, this is of interest today only 
to the collector. 

Torpedo Fire 

(Ap) Strategic Simulations, Inc.; John 
Lyon; 1981; O/P; N-R 
Int/Nav/Tac 
2 

Submarine warfare in World War II in both 


the Atlantic and Pacific theaters. Very early ef- 
fort with no computer opponent. 

To the Rhine 

(Ap/ST/I; #43) Simulations Canada; 
Stephen Newburg; xxx; $60.00; N-R 
Adv/Land/Op 
1-2 

The War in the West, 29 August - 1 1 Decem- 
ber 1944. 

The Train: Escape to liormandy 
(1; #45,47) Accolade; Artech Digital Entertain- 
ments; 1988; xxx; ** 

Beg/Land/Tac 

1 

A grade-B war movie made into a computer 
game of the same caliber. It ignores the fact 
that the French Resistance of World War II 
was an ineffective organization and that its 
most efficient members were Communist 
Party cells— rescue art masterpieces from the 
clutches of the SS. 

TSKFRC-58 

(Ap) JagdsUffel; xxx; 1983; O/P; N-R 

Int/Nav/Tac-Op 

xxx 

xxx 

A simulation of the World War II Battle of the 
Philippine Sea. 

Tsushima 

(C/Ap) Avalon Hill; Kiya Overseas Industry; 
1985; $30.00; ** 

Beg/Nav/Tac 

1-2 

The Battle of Tsushima during the Russo- 
Japanese War. Clumsy graphics and user inter- 
face, but it is one of only two computer games 
covering this period. 

Typhoon of Steel 

(C/Ap/Am/I; #53,54,64) Strategic Simula- 
tions, Inc.; Gary Grigsby; 1988; 
$49.95/$59.95; **-t 
Adv/Land/Tac 
0-2 

The sequel to Panzer Strike (cf. infra), this 
covers the remaining theaters of World War II 
(Pacific, Asia, etc.). Similar to its predecessor 
with all of its strengths and weaknesses. 

U.M.S. 

(ST/I; #43,48,51) Firebird; Ezra Sidran; 

1987; $49.95; ** 

Int/Land/Op 

0-2 

A wargame design kit, characterized by easy 
design parameters. However, accuracy is 
sacrificed for playability, and often playability 
is sacrificed for graphic display. Maritime 
ofierations are ignored, so its universality is 
not “complete." It will visually impress your 
friends, although it is clumsy and awkward. 

U.M.S. II 

(I; #74,75,87) MicroPlay; Ezra Sidran; 1991; 
$59.95; **-t 

Int/Air-Land-Nav/Op-Str 

0- multi 

A newer version of U.M.S. (see above), with 
more emphasis on strategic operations. A 
visual feast and a playability desert. The 
“design-your-own" disk is marketed separately, 
and company support for the title is tenuous 
at best. 

Under Fire 

(A/C/Ap/I; #25,27,37,41) Avalon Hill; Ralph 
Bosson; 1985; $59.95; **-t 
Adv/Land/Tac 

1 - 2 
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WE’D LIKE TO TELL YOU HOW 
GOOD OUR GAMES ARE 


M.V., NY: Excellent — Don't give up the historical realism & flavor... 

P.Jv TX: SUPERBI K.H. Canada; Best computer wargame I've ever played — very 
realistic... P.T., Japan: This simulation Is in a class by Itself... C.S., PA; MORE! 
MOREI C.N., CA; REALISM! GOOD SCENARIOSI P.C., England; The whole ACTION 
STATIONS! package Is excellent! S.M., WA; Elegant system — A+ manual! N.S., CA; 
GREAT PRODUCT! R.W., IL: Favorite Game: ACTION STATIONS! 


Action Stations! A Naval Surface Combat Tactical Simulation Is unique — a combat 
modeling system designed by an active-duty naval officer to test computerized 
tactical decision support systems has been adapted into a commercial simulation 
of unparalleled accuracy and authenticity. 



ACTION STATIONS! 


S. N., MN: Favorite game: BLITZKRIEG 

T. Z., CA: It's terrific fun! P.M., AS: 

I'm a stickler for accuracy 6 
complexity— so Blitzkrieg Is goodl 
S.S., CA: It's a great game... 


German tanks since dawn have been 
thrusting Into Allied lines at points 
over a 60-mlle front from the River 
Roer to Luxembourg. The Germans 
are pressing forwaid fanatically with 
an order of the day from von Rundstedt saying: "Now is the time 
for the German Army to strike. Give your all In one last effort. 
Everything Is at stake!" 



BuraiRimi 


WHITE DEATH 

BattkforVMfeLuU, Novetri)er1942 


D.T., WA: Fine game! P.M., AS; 
WHITE DEATH; complex & accurate. 
I.Z., NC; VERY Interesting... 

T.M., Ml; Love the game — hats off 
to the A.I. 


The Russian Front, winter 1942. As 
the German Sixth Army slowly starves 
In the devasted city of Stalingrad, the 
Soviets have launched a second 
onslaught against the Wehrmacht. In 
a Moscow radio broadcast, the 

Russians announced their ob/ectlve: Encircle and destroy the German 
garrison entrenched at the rital rail junction of Velikiye Lukl. General 
Pmltayev's Third Shock Army has been assigned the mission. 





WHITE DEATH 


GRIFFON SOFTWARE & GAMES, 
Campbell, CA: Looking forward to 
getting It on our shelvesi 
SOFTWARE CITY, Melbourne, FL: 
We're excited about having more 
RAW quality on our shelvesi 

Produced by the designers of White 
Death & Blitzkrieg. With better 
graphics and game play, this one is 
sure to be a direct hit! 



SUEZ '73 WORLDS 

ATWAR 


F.D., IL: Love the variations In playl ].B., 
CA: Very Interesting — addictivel B.C., N|; 
Like the "design your own" strategies! 
J.C., TX: Pretty fun — enjoy Itl 

A game of Interplanetary conquest. It's 
a game of naval and amphibious combat, 
on a galactic scale! 

"...Like the very popular Empire, what 
this game has is play value" Bob Proctor, 
CGW 


...BUT THEYJVST DID!! 


Current titles available on PC & Amiga, suggested retail $4fL95. 

RAW Kiitertaiiiinent. Inc- 3027 Marina Bav Dr. Sfe. 110 League Citv. TX 77.573 U.S. V. 
Telephone: (713) .538-.3309 Fax: (71,3) 538-2174 

© 19*)1 RAW Eiilertaiiinieiit. Inc. All rights reserved. All produet and corporate names are trademarked. 





Survey 


A tactical simulation of World War II infantry 
and armor. Open-ended with a versatile map 
maker and scenario builder, but it does show 
its age. 

Under Southern Skies 

(Ap; #4.3) Avalon Hill; Owen P. Hall, Jr.; 

1984; xxx; N-R 
Beg/Sea/Tac 
1-2 

Up Periscope 

(C/1; #38) ActionSoft; xxx; 1986; O/P; *** 
Adv/Nav/Tac 
1 

Similar to Silent Service (cf. infra). Excelient 
documentation and good game play, but 
Silent Service II (cf. infra) has assumed the 
mantie of graphics and utility in the contem- 
porary market. 

U.S.A.A.F. 

(A/C/Ap; #26,27,37) Strategic Simula- 
tions, Inc.; Gary Grigsby; 1985; O/P; ***** 
Adv/Air/Str 
1-2 

An operational/strategic simulation of the 
bomber offensive over Germany (1943-1945) 
on a daily basis. Scenarios range from one 
month to two years, and playing time is ai- 
most that long. With German production and 
industrial devastation the key, it remains a fas- 
cinating product. Based upon its commerciai 
success, it would appear that its fans are 
limited to this reviewer and the designer. 

Vulcan 

(i; #56,64) CCS; R. T. Smith; 1989; $39.95; ** 
Int/Land/Op 
1-2 

Similar to Desert Rats (cf. infra), this simula- 
tion covers the Tunisian campaign in WWiI 
North Africa. Mediocre graphics and game 
play do little to enhance the program. 

War at Sea 

(Ap/I) General Quarters; Owen P. Hall, Jr.; 

xxx; $35.00; N-R 

Beg/Nav/Tac-Op 

0- 2; M 

The exploits of the WWl German cruiser 
SMS Emden. 

War Eagles 

(I; #69) CosmI; Ron Paludan; 1989; xxx; *+ 
Beg/Air/Tac 
1 

A Worid War I flight simulator. One of the 
first out on the iBM biock, its graphics are 
chunky, game piay is awkward, and overall, 
there is nothing to recommend this as any- 
thing more than a thiniy disguised arcade 
product. 

Wargame Construction Set 
(C/A/i/ST/Am*; #34,75) Strategic Simula- 
tions, Inc.; Roger Damon; 1986; 
$29.95/$34.95/$39.95*/** 
int/Land/Tac-Op 

1 - 2 

Basicaiiy the user-modifiable source code of 
Roger Damon’s previous works {Operation 
Whirlwind, Field of Fire and Panzer 
Grenadier— cf. infra), the game’s potential for 
design-your-own scenarios is limited by the fail- 
ings of the system’s mechanics. It is most ap- 
plicable to the World War II era; a novice may 
well find its flexibiiity interesting, aithough the 
graphics are dated. 

War in the Falklands 

(Ap/I) General Quarters; Owen P. Hall, Jr.; 
xxx; $35.00; N-R 



U.M.S. 

Beg/Nav/Tac-Op 

0- 2; M 

The WWl Battles of the Coronell and the 
Falklands. 

War in the Pacific 

(I) Strategic Simulations, Inc.; Gary 
Grigsby; 1992?; ?; N-R 
Adv/Land-Nav-Air/Op-Str 
0-2 

Gary Grigsby moves his Front (Western, 
Second) to the Pacific. This should be a very 
detailed simulation of the World War II cam- 
paigns, and based on former designs, should 
come highly recommended. 

War in the Pacific 
(1) Koei; ?; 1992?; ?; N-R 
Adv/Land-Nav-Air/Of>-Str 
0-1 

Currently titled The Admiral’s War in Japan, 
it is being slightly revamped for American 
taste. 

War in Russia 

(A/Ap; #4.4,5.1,5.2,29,37,62,65) Strategic 
Simulations, Inc.; Gary Grigsby; 1984; O/P; 

*** 

Adv/Land/Str 

1 - 2 

An operational/strategic simulation of the en- 
tire Eastern Front (1941-1945), this game is 
easily learned and played. Sheer size and cer- 
tain defects in the artificial intelligence present 
the difficulty. However, it does show its age, 
and has been superseded by Gary Grigsby’s 
Second Front (cf. infra). 

War in the South Pacific 

(C/Ap; #36,37) Strategic Simulations, Inc.; 

Gary Grigsby; 1987; O/P; ** 

Adv/Nav/Op 

0-2 

World War II in the South Pacific— a 
logistician’s dream (or nightmare!). Complex 
and interesting, but it attempted to accomplish 
more than it could deliver. Recommended 
only to those with a specific interest in the 
period. For a better treatment, cf. War in the 
Pacific by the same designer. 

Warship 

(A/C/Ap/ST/1; #33,34,37,42) Strategic 
Simulations, Inc.; Gary Grigsby; 1986; O/P; 

** 

Adv/Nav/Tac 

0-2 

A tactical simulation of Pacific surface naval 
engagements during Worid War II. The 
documentation and gamepiay seem to gioss 


over much-needed details as to what is (or 
should be) happening and the graphics are 
reminiscent of a sex-education movie showing 
sperm travelling in various directions. Its main 
appeai is to the true naval aficionado, and not 
to those with only a marginal Interest. 

Warship that Changed History, The 
(Ap/I) General Quarters; Owen P. Hall, Jr.; 
xxx; $35.00; N-R 
Beg/Nav/Tac-Op 

0- 2; M 

The voyages of the WWl naval vessels 
Coeben and Breslau. 

Western Front 

(A:n/I; #88) Strategic Simulations, Inc.; 

Gary Grigsby; 1991; $59.95; ****+ 
Adv/Land/Op-Str 
0-2 

The sequel to Second Front (cf. infra), this 
covers what most historians refer to as the 
“Second Front” (i.e. the war between Nazi Ger- 
many and the Western Allies, 1944-45). 

White Death 

(Am/I; #66,68) RAW; Al and Joseph Benin- 
casa; 1989; $49.95; *** 

Adv/Land/Op 

1- 2; M 

The Battle of Velikiyi Luki (World War II, 

East Front). A direct and literal translation 
from the boardgame of the same title, it suf- 
fers from some user unfriendliness. However, 
if one liked the board game, this will keep 
White Death in one’s library. 

Winged Samurai 

(Ap/T) Discovery; Dave Wesiey and Ross 
Maker; 1980; O/P; N-R 
Beg/Air/Tac 
1 

Similar to Flying Tigers (cf. infra), only with 
worse graphics, if that is possible. 

Wings 

(Am; #67,69,74,76,77,83) Cinemaware; xxx; 
xxx; O/P; ***-^ 

Beg/Air/Tac-Op 

1 

The first “accurate" World War 1 flight simula- 
tion, this was more of a cinematic treatment 
of aerial combat than a historically correct ges- 
talt. However, it is fun to play— perhaps falling 
somewhere between “cotton candy” and “beer 
and pretzels." One of the Amiga products that 
this reviewer misses on the PC-machines. 

Wings of Fury 

(Ap/I; #42,51) Broderbund; Steve Waldo; 
1987;$34.95/$39.95 
Beg/Air/Tac 
1 

Wings of War 

(C) Strategic Simulations, Inc.; Charlie Mer- 
row; 1985; O/P; * 

Int/Air/Tac 

1-2 

World War II air combat; poor graphics and 
mediocre play render this product obsolete. 

Wolfpack 

(Am/1; #61,62,65,72,73) Broderbund; John 
Garcia; 1990; $54.95; ** 

Int/Nav/Tac 

1 

Submarine operations in the World War II At- 
lantic. Superb graphics and the ability to play 
either German submarine or Aliied surface 
combatants cannot disguise the historical in- 
adequacies of this product, caw 

Copyright 1991; All Rights Reserved 


Page 134 


Computer Gaming World 




Patton Strikes Back: The Battle 
of the Bulge is the compelling 
new computer game that gives 
you a chance to foil the plans of 



See your strategy unfold on a stunning battle- 
map that shows divisions, supply lines and more. 

der Fiihrer himself. 

The daring German blitz- 
krieg was Hitler’s brainchild. And 
it almost succeeded. But “Old 
Blood & Guts” Patton was there 
to mount his own counterattack. 

Pit your strategic skills 
against Hitler’s top generals. Or if 
that seems too easy, switch sides 
and see \iyou can stop Patton. 


As you play, you’ll be bom- 
barded by newsreels of digitized 
WWIl film clips. . .battlefield 
photos and bulletins. . .and 
dozens of fascinating war stories. 

Patton Strikes Back captures 
the chaos and confusion of one of 
history’s most bitterly fought — 
and most decisive — battles. 

Yet, thanks to the elegantly 
simple command system, even a 
roolde can quickly take charge. 
To issue orders, you merely 
point, click and drag. 

Like chess, the basic moves 
and strategies are easy to learn. 

But also like chess, 
it can take a life- 
time to master the 
nuances. 

Chris Crawford, 
America’s premier 
game designer, 
has created a new 
kind of wargame. 

a battle-tested HlSlOnCally 
general for advice. Credible, but not 



incredibly complex. Endlessly 
exciting — but never mindless. 

In a word, it’s a kick. 

Patton Strikes Back runs on 
MS-DOS and Mac. See it at your 
dealer for $59.95 (suggested retail) . 

SAVE 25% CaU 1-800-521-6263 




Chris Crawford's 



PATTON 
STRIKES 
BACKI 




38CGW 


^^S^oderbund 


For a free catalog, write to us at 500 Redwood Blvd., Novato, CA 949486121. MS-DOS and Mac are registered trademarks of Microsoft Corporation and Apple Computer, Inc., respectively. 

© Copright 1991, Brederbund Software, Inc. All rights reserved. 





Happy Holidays from all of us at MISSION CONTROL SOFTWARE! 



Blue Max 

17 

688 Attack Sub 

..13 

Bo Jackson Baseball 

Breach 2 

32 

22 

AlO Tank Killer 

..37 


26 


..40 


33 


..34 


21 

All American Football 

..37 

Bug's Bunny Cartoon Workshop 32 


..42 


27 


..32 


17 


..19 


27 


..37 


33 


.,32 


18 

ABC’s Monday Night Football . 

..31 

Casino Master 

59 



Castles 

37 


LOOKS and feels like the” 
real thing! 


’ 360 degree cursor 

control 

• audio and tactile feedback 
firebuttons add to reality 
• 1 year Warranty 
• made in USA $49 


Action Stations 32 

All Star Sports Compilation 22 

Altered Beast 28 


Readier 


fSaaer o 
RabbUt^X 


Altered Destiny 34 

Ancient Art of War 31 

Ancient Art of War at Sea 31 

Andretti's Racing Challenge 33 

Ante-Up 27 

Arachnophobia 22 

Arachnophobia w/Sound Source32 
Are We There Yet? 33 


CenturloniDefender of Rome 18 

Chamber Sci Mutant Priestess. ,17 

Champions of Krynn 33 

Checkmate 34 

Chessmaster 2100 33 

Chessmaster 3000 34 

Chessmaster 3000 Windows ....39 

Chip's Challenge 27 

Chuck Yeager's Air Combat 40 

Civilization 43 

Clue Master Detective 27 

Command HQ 37 

Conan the Cimmerian 32 

ConflictMiddle East 37 

Conspiracy:The Deadlock nies..35 

Continuum 33 

Corporation 32 

Countdown 36 

Covert Action 37 

Crackdown 18 

Crime Does Not Pay 32 

Crime Wave 36 

Crosswora Magic 34 

Crusaders of the Dark Savant ..call 

Curse of the Azure Bonds 33 

Cybergenic Ranger 32 

Das Boot Submarine 31 




I J he Voyage Continues! 

jtar Trek;25th Anniversary 

r n adventure.. ° 

256 color VGA graphic 

board support. $37 | 


Armada 2525 33 

Armor Alley 29 

B.A.T 33 

Bad Blood 32 

Balance of Power 1990 33 

Bandit Kings of Ancient China ...37 

Bane of the Cosmic Forge 37 

Bard's Tale Construction Set ....34 

Bard’s Tale III 31 

Baseball Card Collector 32 

Battle Chess 32 

Battle Chess II 32 

Battle Command 33 

Battle Isle 34 

Battlefield 2000 37 

BattleHawks 1942/Finest Hour. 40 

BattleStorm 32 

Beauty & Beast Print Kit 18 

Berlin 1948 32 

Bill Elliot's Nascar Challenge ....32 

Billy the Kid 28 

Black Gold 32 

Blitzkrieg 32 

BlockOut 28 


Days of Thunder 27 

Death Knights of Krynn 33 

Dick Tracy 32 

Dick Tracy Print Kit 17 

Dog Eat Dog World 32 

Dog Eat Dog/Sound Source 43 

Dragon Strike 33 

Dragon Wars 32 

Dragon's Lair:Singe's Castle 37 

Dragon's Lair II; Timewarp 43 

Drakkhen 37 

Dream Team 32 

Duck Tales:Quest for Gold 22 

Dusk of the Gods 37 


E. Thorp's Real Blackjack.. 

Eagle's Rider 

Earl Weaver Baseball 2 

Earthrise 

Elite Plus 

Elvira 

Elvira II... 

Empire... 


Escape From Hell 19 




Revenge of the Kilrathi! 


WingComm^^S 

while supplies last! 


'all new graphics 

• dynamic intelligence the 

better you fly, the oetter your 
foes fly 

• instant replay 
. * * speech 

• totally new challenges 



Leisure Larry 1 VGA 

37 

37 


37 


34 


22 


30 


28 


37 

Life & Death 

24 


Eye of the Beholder 2 40 

Eye of the Beholder 33 

F-14 Tomcat 27 

F-15 II Scenario Disk 20 

F-15 Strike Eagle II 34 

F-19 Stealth Fighter 43 

F-29 Retaliator 33 

Falcon 3.0 43 

FireKIng 25 

Right of the Intruder 37 

Freakin' Funky Fuzzballs 23 

Full Metal Planet 31 

Future Wars 32 

Games People Play 29 

The Games:Winter Challenge ...call 

Gateway to Savage Frontier 33 

Genghis Khan 37 

Gettysburg:The Turning Point 39 

Gold of the Americas 25 

Gold of the Aztec 33 

Golden Axe 18 

Grand Slam Bridge 22 

Gunship 2000 VGA 41 

Halls of Montezuma 25 

Hard Nova 18 


Life & Death ll:The Brain 33 

Links Bayhill Course Disk 18 

Links Bountiful Course Disk 18 

Links Firestone Course Disk 18 

Links Pinehurst Course Disk 18 

Links Dorado Course Disk 18 

Links; The Challenge of Golf 37 

Loom 23 

Loopz 28 


.AdLib 


Ad Lib Gold 1000 $199 
Music Synthesizer Card $79 
Pgj^onal Music System $129 


Lord of the Rings 34 

Lord of the Rings II 37 

Lost Admiral 37 

Les Manley:Lost in L.A 37 

Lost Patrol 33 

Ml Tank Platoon 41 

Manager's Challenge Baseball ,.31 
Maniac Mansion w/clue book ...19 

Martian Dreams 37 

Martian Memorandum 36 

Matrix Cubed 34 

Mean Streets 36 

MechWarrior 32 

Medieval Lords 39 

Medieval Warriors 25 

MegaFortress; Right of Old Dog 40 
MegaFortress Mission Disk 2. ...27 

MegaTraveller II 37 

Mickey & Minnie's Print Kit 17 

Mickey's ABC/Sound Source ....43 
Mickey's Crossword Puzzle 22 


HardBall H 31 

Hare Raising/Sound Source 43 

Harpoon 39 

Harpoon BattleSet # 2 21 

Harpoon BattleSet # 3 21 

Harpoon BattleSet # 4 25 

Harpoon Challenger Pak 57 

Harpoon Scenario Editor 28 

Heart of China 37 

Heroes of the Lance 33 

Hockey League Simulator 26 

Home Alone 27 

HoverForce 32 

Hoyle's Book of Games 2 25 

Hoyle’s Book of Games 1 25 

Hunt for Red October 23 


Mickey's Jigsaw Puzzle 32 

Mickey's Memory Match 22 

MicroLeague Basketball 27 

MicroLeague Football Deluxe ....37 

Might & Magic 1 & 2 33 

Might & Magic 3 44 

Mike Ditka Ultimate Football 35 

Millenium 27 

Monday Night Football w/ Video 37 

Monopoly 27 

MoonBase 27 

Murder 30 

NCAA; Road to the Final Four ....34 

Night Breed 14 

Night Hunter 19 

Night Shift 19 

Ninja Gaiden 2 27 

^ No 


Space Shuttle Simulator 


. MV, ii'ems mu ator to end aii 

simulators, SHUniEisSieS accurate S 

of NASA's r 

' authentic control panel I 

^splay detailed training and reference 
; manual, multiple help menu, orchestral ' 
S ‘raining, scientific ^ 


The Immortal 29 

Indiana Jones 4;Fate of Atlantis 40 

Indianapolis 500 18 

Indiana Jones;Last Crusade VGA29 

Iron Lord 34 

Ishido’ 34 

J, Nicklaus Course Disk 4 17 

J, Nicklaus Course Disk 5 17 

Jack Nicklaus Golf Unlimited ....37 
James Bond 007 35 


Jet Fighter II 42 

John Madden Football 2 34 

Jones in the Fast Lane 26 

Kampfgruppe 39 

King’s Quest V 38 

Kings Bounty 22 

Knights of Crystallion 30 

Knights of the Sky 37 

L' Empereur 37 

Lakers vs. Celtics 18 

Legend of Faerghail 32 


Greater Glory 37 

Nobunaga’s Ambition II 37 

Nuclear War 34 

Obitus 39 

Operation C0M*BAT 32 

Overlord 32 

Penthouse Jigsaw (Adult) 25 

Perfect General 37 

Personal Pro Golf 32 

PGA Commemorative Edition 46 

PGA Course Disk .....19 

PGA Tour Golf 33 

Pick N' Pile ...28 

Pipe Dreams... ...19 

Planet's Edge . ...39 

Playmaker Football 32 

Playroom ...29 

Pools of Darkness 40 

Populous ...31 

Populous;Promisea Lands 14 



. Magic Candle II 
by New World Computing $40 


Powermonger 

Prehistorik 

Prince of Persia 

Pro Football Analyst.. 


H A Plus for any Industry! 

1 1 RoorPlan Plus is an easy to use 
architectural drawing program that 

bridges the gap between a simple 

paint package and a powerful CAD 
system. All the proper tools are 
available to draw walls, lines, 
rectarigles, polygons, circles and 
arcs. Unique drawing feature allows 
you to include electrical wiring and 
plumbing. 

I ■ 





,...32 


.,..29 


,,..47 


...33 


...32 


...33 


...37 


...27 


...26 


...32 


...27 


37 


26 


.34 


...35 


...24 

The Rocketeei 

...32 

Theme Park Mystery 

...32 


. 40 


...37 


33 

Tony LaRussa Al Stadium ... 
Tony LaRussa NL Stadium .. 
Tony LaRussa Great Teams 

18 

18 

18 


Tracon ll;Air Traffic Controller ....43 


Treasure Trap 

Triple Action Pak.. 


Pro Tennis Tour 2 33 

Railroad Tycoon 34 

Reach for the Stars 25 

Red Baron 37 

Renegade Legion Interceptor 39 

Rider's of Rohan call 

Rise of the Dragon 37 

Road & Cars 1 for Test Drive 3 .19 
Rocketeer/Sound Source 43 


Trivial Pursuit. 

...28 

...32 


...17 

Tunnels of Armageddon 

...29 


...18 

Twilight 2000 VGA 

37 


...39 


...37 


...47 


...40 

Ultrabots;Sanction Earth 

37 

UMS ll Planet Editor 

32 


UMS II; Nations at War 37 

Uncharted Waters 43 

Vaxine 28 







I New Heights in Ret 

MAXX Yoke is a full sizet 
functional aircraft joy s 
MAXX Pedals are floor 
itiodular attachments. Ju: 

k in and play! 

with Foot Pedals 


Roller Coaster Construction Set 32 
Roller Coaster/Sound Source.. ..43 
Romance of Three Kingdoms 2 .43 


Rommel 

25 

28 

Rules of Engagement 

39 

Savage Empire 

37 


Scenery Disks 22 

Scrabble Deluxe 32 

Search for the King 36 

Secret of Monkey Island EGA. ...28 

Secret of Monkey Island II 40 

Secret of Monkey Island VGA ....39 

Secret of the Silver Blades 33 

Secret Weapons Mission Disk 122 
Secret Weapons Mission Disk 222 
Secret Weapons of Luftwaffe ....44 

Shadow of the Sorcerer 33 

Siege 39 

Silent Service II 37 

Sim City 30 

Sim City Graphic;Ancient Cities .23 
Sim City Graphic;Future Cities ...23 

Sim Earth 41 

Sleeping Gods Lie 32 

Sliders 32 

Space Ace 37 

Space Quest 4 37 

Space Wrecked..., 32 

Spellcasting 101.. 37 

Spellcasting 201.. 43 

Spirit of Excalibur 32 

Stanford Wong's Video Poker. ...32 

Star Control 31 

Star Trek V;Final Frontier 33 


Vegas Gambler 28 

Vengeance of Excalibur 32 

Vette 33 

Video Poker 32 

War of the Lance 33 

Warlords 29 

Wayne Gretzky Hockey II 34 

Wayne Gretzky 2;Canada's Cup. 35 

Western Front 37 

Wheel of Fortune Vanna White ..27 
Where America's Past Carmen ..37 

Where in Europe is Carmen 32 

Where in Time is Carmen 32 

Where in USA is Carmen 32 

Where in World is Carmen 32 

Where in World is Carmen VGA. .48 

White Death 32 

Wing Commander 2 Speech Pakl7 

Wing 2 Special Operations 1 27 

Wing 2 Special Operations 2 27 

Wing Commander 39 

Wing Commander Mission 1 22 

Wing Commander Missions 2. ...22 

Wings of Fury 27 

Wizardry Trilogy 32 

Wizardry V 32 

WolfPack 22 

Wonderland 38 

WordTris 30 

World Champion Backgammon. .25 

World Champion Cribbage 25 

Worlds at War 32 

Wrath of the Demon 32 

Zac McKracken w/ clue book ....19 


i Canada Cup Ei 
includes 1991 cuf 
Once again, face off will 
One", Wayne Gretsky, n, 
winner of the NHL's MVI 
all-time hockey great. Cc 
player, coach from the b 
Wayne coach and watch 

I . from the bench. Make ui 
create unique players, or 
special teams providpri 


5 A full selection of software and accessories for the IBM and Amiga, 

Specialists in International Sales • Competitive Pricing • Same day shipping 
Gift Certificates Available 


mmM 




EDUCATIONAL 


Algeblaster Plus 32 

Berenstain Bears: Counting 18 

Berenstain Bears: Letters 27 

Berenstain Bears:Junior Jigsaw. 18 

f nuutlH mta-coT 




2400 Internal 
2400 External Mn 


Berenstain Bears:Colors 

...27 [ 

Bushbuck Charms, Viking Ships .32 

Challenge of Ancient Empire . 

...32 

Oesignasaurus II 

...28 

Donald's Alphabet Chase 

...14 


...27 

EarthQuest 

...37 


Dream House Professional 48 

Dvorak on Typing 32 

Dvorak's Top 30 37 

Eight In One 37 

RoorPlan 32 

Roor Plan Plus 47 

Home Video Producer 32 

Lottery Gold 32 

Lottery Trend Analysis 18 

Mavis Beacon 2.0 33 

Mavis Beacon Typing 33 

My Advanced Mail List 32 

Pacioli 2000 35 

PFS:Rrst Publisher 90 

PFS:nrst Choice 3.1 90 

Printshop New 38 

Screen Works 22 

Speed Reader for Windows 32 

Ten Best Publisher's 19 

TravelWorks 47 

VCR Companion 34 

Wedding Planner 33 

World Atlas 44 

World Atlas for Windows 54 


688 Attack Sub 34 

Amnios 32 

Animation Studio 79 


I in MicKey's ABl s, >| Uay at the Fair ~ 
Wend, Mickey Mouse ’ 
introduces pre-school children to the 
world of letters and words Features 

Learn!?' 

jffmmg and fun at your childs fingertinoi 


Geo Jigsaw 

..,.27 




.,,.14 


27 

Grammar Gremlins 

,...32 

Armourgeddon 

31 

Headline Harry EGA 

....32 

Atomino 

...,34 

Headline Harry VGA 

....37 

Bard's Tale III 

....34 

KidPix 

....37 


....32 


32 


....34 


....22 


25 


....32 


....34 

Math Blaster Plus 

32 

Black Crypt..., 

....34 


....27 


....34 

Mickey's 123 

....27 

Blue Max 

....34 

Mickey's ABC 

.,..27 

Breach 2 

....34 


....27 


32 


....14 


30 


32 




32 







Operation Neptune 

37 

Death Knights of Krynn 

34 



Deluxe Paint IV 

108 




by Macronix $249 


Fulf smrl^sna Modem 

i nrodl""^' r M 374" 

I • Advanced menu driven software 

da?a“'"°‘'''^®^®"*''®*®®Wxfroma 

„,J|||®[||fJ_|{fj^C^version Just $119 


Oregon Trail 32 

Outnumbered 32 

Personal Trainer S.A.T 32 

PC Globe V4 41 

PC U.S.A, 2.0 41 

Read & Roll VGA 32 

Reader Rabbit 2 39 

Reader Rabbit 32 

Readings Me 27 

Speed Reader 32 

Spell It Pius Talking 32 

Super Munchers 32 

Super Spellicopter 27 

Think Quick 32 

Treasure Mountain 32 

U.S. Allas,, 38 

U,S, Allas for Windows 54 

What's My Angle 32 

Word Attack Plus 32 

Word Munchers 32 

Writer Rabbit 32 

Writing/Publishing Center 42 


I PRODUCTIVITY I 


AccuWeather 34 

Animation Studio 79 

Auto Map 59 

Bannermania 25 


Dick Tracy 27 

Dog Eat Dog World 32 

Dragon's Lair 2 

Duck Tales 18 

Eye of the Beholder 39 

Eye of the Beholder 2 40 

Falcon 34 

F15 II Strike Eagle 

F19 Stealth Rghter 43 

F29 Retaliator 34 

Gateway to the Savage Frontier, 34 

Hard Nova 34 

Hare Raising Havoc 32 

Harpoon 39 





Star Rush 34 

Street Rod II 28 

The Immortal 34 

Their Rnest Hour;Battle of Britain22 

Ultima 6 43 

Who Framed Roger Rabbit 14 

Wrath of the Demon 37 



Access Pack (4 Games) 79 

BattleChess II 79 

Compton's Encyclopedia Atlas 439 

The Family Doctor 119 

Guinness Disc of Records 69 

iilustrated Encyclopedia 395 


I Enjoy the best In Authentic " 
Response with True Hands On Stick 
and ThrottleFiying! i 

“iyiPatible with: Falcon 3 0 Aio Tank Kiito, 

'"traders-, a 

Wea^ns Controi Systems and 
_ night Controi System 
hy THRUSTMASTER $89 EACH 


Harpoon Battleset2 25 

Harpoon BattlesetS 25 

Harpoon Battleset 4 28 

Harpoon Challenger Pak 55 

Harpoon Scenario Editor 28 

Keys to Maramon 34 

King's Bounty..,. 34 

Leander 32 

Might & Magic 3 40 

More Lemmings. 22 

Lemmings 32 

LightQuest 34 

Lord of the Rings call 

Matrix Cubed 34 

Mavis Beacon Typing 34 

Megafortress:Flight of Old Dog. .39 


Intracorp 5 Game Pack 57 

Jones in the Fast Lane 47 

Mammals Encyclopedia 99 

Sherlock/Shakespeare/Birds of 

America 99 

Spirit of Excalibur 47 

Stellar 7 47 

Super Spellicopter Call 

Time's Compact Almanac 139 

U.S. Atlas... 79 

U.S. History 249 

World Atlas. 79 


I Ad Lib Card (Micro Channel) ..139 
Across the 38th Parallel 

f Ar4Ttr7cksuSdrnl"a?rRTpa 

I the intention of re-unhing the 

■ S^rrSeirg™- 

fwithin ten minutes of assum ing command 

^ 


Navy Seals 29 

Ork 32 

PGA Tour Golf 34 

Paperboy 2 29 

; Pools of Darkness 39 

Populous 2 40 

Pro Tennis Tour 2 34 

Railroad Tycoon 37 

Renegade Legion Interceptor ....39 
Roller Coaster Construction Set 32 

Rules of Engagement 39 

Secret of Monkey Island 39 

Secret of the Silver Blades 34 

Shadow of the Beast 2 

Shadow of the Sorcerer 34 

Silent Service 2 37 

Star Flight II 34 


Ad Lib Gold 2000 call 

CMS Chips 30 

Hearsay 1000 149 

Pro Audio Spectrum Cali 

Sound Source 25 

Sound Blaster Mini Speakers. ...15 

Sound Blaster Midi interface 79 

Sound Blaster Voice Editor 59 

Soundmaster il 199 

Thunder Board 99 

Ad Lib Software In Stock! 


DiskHolder for 5.25 or 3.5 9 

Gameport Automatic by CHProd 34 





Gameport 

(MicroChannel) by CH Products .48 
Hi res Serial mouse w/software32 

Genius 4500 Scanner 132 

Suncom Icontroller PC 49 

Portable Paper Shredder 

9600/2400 Fax/Modem 99 

Portable Fax/Modem 225 


r/ioc- *^*1® Games In One! 

Chessmaster 2000 one of the world''! 

Ssasss/-: 

got 8 seconds -just 20,000 feet before 
^6 desert, The %al 

mmlmJSJlliJOSLlJlhtjjhn simmiecl 


Analog Plus 27 

ErgoStick 27 

Right Stick by CH 42 

Gravis Joystick for PC 39 

Mach III by CH Products 33 

Maxx Right Pedals 49 

Maxx Right Yoke 70 


iP-insL 


2 Expert Utilities 14 

2 ExpertPerfect Typing 14 

5 ExpertPersonal Finance 14 

Easy Working Writer 9 

J Easy Working Spreadsheet 9 

5 Easy Working RIer 9 

■ Easy Working Tri-Pack 19 

Fax Power 10 

Flintstones 19 

^ Fun House 14 

^ Grade A Math 13 

2 Grade A Spanish 13 

) Grade A Vocabulary 13 

) Grade A Spelling 13 

) Grade A SAT Vocabulary 13 

) Gremlins 2 19 

Grover's Animal Adventure 10 

Q ® features 

missions, more worlds, more and 
better weaoons, imoroved 3D 
graohics, more glorious 
explosions. Spectacular night 
graphics with special HUD 
Features. Actual F-117A eranhir 
K 30 polygons and detail. Totally 
n redone sound package including 
eegmai music and sneerh^ 


Tac 1+ 24 

I Thrustmaster Right Control 89 

^ Thunderstick by Kraft 35 

: Warrior V by Bondwell 20 

Weapons Control System 89 

Wico Analog 12 


VIDEOS 


Instructional Videos by The Video 
Professor 

DOS Level I, II or III 

Intro to Dbase IV 

Intro to DOS 

Intro to Lotus 1-2-3 

Intro to Microsoft Word 5.0 

Intro to Word Perfect 5.0 

Lotus Level I, II or III 

and more $24 


Na Print Pro 22 

Student Word Processor 13 

Grade A Early Learning 13 

Jeopardy 25th 14 


'»fc(*:Kirim«lu»HastaLa 


Advance to Boardwalk 14 

Adventures of Beetlejuice 19 


Bethesda 
“ ‘ Softworks I 


Jetsons 19 

Jetsons/Rintstones Print Kit 14 


■ „ Armed 

J Origin s ground-breaJtlng 3D fils 

commandeI 

M evolution of 

gS revolutionary WING COMMANDI 
m senes. Moving through an into 

I to thrills Of air combat as n'^eve) 




Send money orders or checks to: MISSION CONTROL. 
170 Broadway, Suite 201, Dept. CGW 1291 
New York, NY 10038 

FREE Demo Disks and Catalogue with order! 

Foreign customers welcome! 


Astro Grover 10 

Award Ware 14 

Big Bird's Delivery 10 

Big Boggle 14 

Bug's Bunny's Adventure 14 

Chip N. Dale's 19 

Daffy Duck P, 1 19 

DeskPower 14 

Ernie's Big Splash 10 

Ernie's Magic Shapes 10 

Expert Astronomer 14 

Expert Calendar 14 

Expert Checkwriter 14 

Expert DOS Tutor 14 

Expert Fax Forms 14 

Expert Home Design 14 

Expert Labels 14 

Expert Landscape 14 

Expert Lottery Expert 14 

Expert Maps 14 

Expert Resume Writer 14 

Circle Reader Service #63 


Looney Tunes Print Kit 14 

Muppets Adventure 14 

RIeMuppets Print Kit 14 

RIe Recovery 9 

The DOSManager 9 

Stay Alive, Don't Drink and Drive! 



strategy 


Swords and Calculators 


Warlords Play Tips 

by Donald E. Cooper 


O ne of the most attractive features 
of SSG’s Warlords is its combat 
resolution, which is simplified 
without being simplistic. Although the 
combat algorithm is described in detail in 
the instructions, the odds for victory in 
battles between unequal opponents are 
not immediately clear. The accompany- 
ing spreadsheet analysis describes the 
probabilities for victory in simple one-on- 
one situations, as well as providing 
guidelines for predicting the outcome of 
more complex battles. 

In the table, the two columns on the left 
list all relevant combinations of attacking 
factors (“AF”) and defending factors 
("DF"). Since neither the attacker nor the 
defender has any special advantage, only 
the situations in which the attacker has 
the advantage are listed. If in a given 
case the attacker is weaker, the labels 
are simply reversed throughout. The bot- 
tom line of the table (1 versus 1) is ap- 
plicable to all cases of equal attacker 
and defender strength. The third and 
fourth columns list the probability that 
any given hit (out of the two hits re- 
quired to kill a unit) will be made by the 
attacker on the defender (“ATT HIT 
PROS”) or by the defender on the attack- 
er (“DEF HIT PROS”). The fifth column 
(“ATT WIN") lists the probability that the 
attacker will win the encounter, and the 
sixth column (“DEF WIN”) gives the cor- 
responding probability for a victory by 
the defense. For simple one-on-one en- 
counters, the win probabilities are a com- 
plete description of the possible out- 
comes. However, in multiple unit battles, 
the two hits required to kill a unit may 
come from different opposing units, so it 
is important to know the expected num- 
ber of hits that a weaker unit will make 
against a stronger unit. This is listed in 
the final column (“AVG DEF HITS"). 

This table is useful in determining the 
risks involved in any particular attack 
and balancing these risks against pos- 
sible benefits. For example, in the early 
stages of a game the player’s hero (effec- 
tive combat factor of 6) can attack an 
enemy city held by a single light infantry 
army (effective combat factor of 4 in a 


city). The player will win this battle more 
than 3/4 of the time, which is a 
worthwhile risk for an important city. 
However, if this is a small city with a slug- 
gish economy and is only capable of 
producing light infantry, the player’s hero 
just might have better things to do. 

The righthand column of the table is 
useful in determining the force required 
to defeat a powerful (8- or 9-level) army. 
Suppose an enemy hero accompanied 
by a griffin army has penetrated behind 
the player’s lines and captured an impor- 
tant city and the ferocity with which the 
griffins fought suggests that the invading 
hero has some powerful artifacts. The 
player could really use those artifacts, 
but if one delays attacking for a few 
turns one may confront a large group of 
armies vectored in from distant cities. 

How much force is required to defeat the 
invaders? Suppose the player has a 
stack of “8" heavy infantry available, and 
they will be attacking a lone hero with an 
effective combat factor of ”9" (the griffins 
perished in the attack). Since the attack- 
er has the weaker armies, consult the 
table row for AF=9 and DF=5, then 
reverse the listed probabilities. Each 
heavy infantry army would have less 
than a 3% chance of defeating the 
enemy hero single-handedly, but we can 
expect that it will inflict 0.22 hits on the 
powerful foe. Thus the expected hits for 
the entire “8"-army stack is 8 x 0.22= 
1.76, which is still less than the 2 hits re- 
quired for victory. Most likely, the 
player’s entire stack will become cannon 
fodder and the enemy will emerge un- 
touched! This illustrates the extreme ad- 


vantage possessed by high-level armies. 
The odds change if a hero is added to 
the attacking stack, raising the effective 
combat strength of the player’s heavy in- 
fantry to 6. In this case, each army will 
render an average of 0.33 hits onto the 
enemy before perishing and the player 
will probably lose about 6 armies before 
achieving victory. Thus, the odds have 
swung slightly in the player’s favor and 
he may want to attack. 

For the mathematically inclined, here is 
the rationale behind this analysis. The at- 
tacker hit probability (AHP) is the prob- 
ability that the attacker will hit the 
defender (=1-0.1DF), multiplied by the 
probability that the defender will miss the 
attacker (=0.1AF), divided by the prob- 
ability that either the attacker or defender 
will hit the other: 

AHP = [(1-0.1DF)(0.1AF)] / [(1- 
0.1DF)(0.1AF) + (1-0.1AF)(0.1DF)] 

The equation for the DHP is similar, 
with the AF and DF switched. 

Either side will win the battle whenever 
it gets two hits before the opponent. If 
AH denotes an attacker hit and DH a 
defender hit, then the following combina- 
tions are a win for the attacker: 

AH ,AHproba bil ity =AH P^ 

AH,DH,AHprobability=AHP^xDHP 

DH,AH,AHprobability=AHP^xDHP 

Thus, the probability of an attacker win 
is AHP^ + 2 X AHP^ x DHP. Similarly, the 
probability of a win for the defense is 
DHP^ + 2x DHP^ X AHP. 

The calculation of the average defender 
hits is somewhat more complicated. This 
quantity will be the sum of ( 1 ) the 
average hits expected before the attacker 
makes one hit, and (2) the average hits 
made after the first hit has been sus- 
tained and before the second hit kills the 
defender. These two terms will be equal, 
and each is the sum of the infinite series 
DHP -H DHP^ + DHP^ H- ... =DHP/(]-DHP). 

It is useful to keep this table by one’s 
computer whenever playing Warlords 
and to consult it often, cow 
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We are the #1 Software Source for 
Thousands of Computer Owners! 

If you've never shopped with us before, now is the time! 

Find out why so many valued customers have! 
Speedy l)t‘li\ery • Latest V ersions 
Deep Discounts • |So surcharge on MC/Visa 

Ineredihle Selection . Overnight & 2-day ship availahle 


I IBM I COMMODORE I 


688 Attack Sub $21 

A 10 Avenger Enh $39 

A.E)&D: Champ of Krynn...$32 

A.D&D; Crs.Azr.Bnds $32 

A.D&D: Dragon’s Strike $32 

A. D&D: Pool of Rad $32 

AlO Tank Killer $32 

Action Stations 3.0 $32 

Ad Lib Sound Card $89 

Agiler "Microsoft" Mouse ...$39 

Alge Blaster Plus $32 

Altered Beast $26 

Altered Destiny $38 

Andretti's Racing Chal $32 

Arachnophobia $32 

Armada 25/25 $32 

Armor Alley $25 

ATP Flight Simulator $39 

B. A.T $18 

BadBtood $32 

Balance of Planet $32 

Bane of the Cosmic Forge $39 

Bank St. Writer Plus $49 

Banner Mania $23 

Bards Tale 111 $32 

Baseball II $32 

Battle Chess $32 

Battle Chess II $39 

Battlehawks 1942 $21 

Bill & Ted's Adventure $25 

Bill Elliot's Nascar $32 

Blockout $26 

Blue Max $14 

Bridge 6.0 $25 

Buck Rogers 'Doomsday' $32 

Budokan $16 

Cardinal of the Kremlin $32 

Carmen: Past $39 

Carmen: Europe $32 

Carmen: Time $32 

Carmen: USA $32 

Carmen: World $32 

Cartooners $18 

Castles $38 

Centerfold Squares $19 

Centurion $18 

Chessmaster 2100 $32 

Child. Writ’g/Fhibl'g $43 

Chuck Yeager's Aft. 2.0 $16 

Clue Master Detective $25 

Codename Iceman $38 

Colonel’s Bequest $38 

Command H.Q $39 

Conflict in the Mid. East $39 

Conquest of Camelot $38 

Countdown $39 


Covert Action $39 

Crib.King/Gin King $16 

Crime Wave $39 

DAC Easy Acct. 4. 1 $95 

DAS Boot Submarine Sim.. ..$18 
Days of Thunder $23 


E)eath Knights of Krynn $32 

Deluxe Paint 2: Enhanced.. ..$88 


Deluxe Paint Animation $88 

Designasaurus II $25 

Dragon’s Lair $44 

Drakkhen $39 

Dream Team $32 

Duck Tales: Quest for Gold $29 

DuckTracy $32 

Elite Plus $32 

Elvira Mist;/Darkness $39 

Empire $32 

Ensemble $139 

Epyx Game Series Combo $25 

ErgoJoy Stick IBM/APP $18.88 

Eye of the Beholder $32 

F- 1 1 TANighthawk $44 

F-15 Strike Eagle II $35 

F-15 II Scenario $19 

F'19 Stealth Fighter $44 

F-29 Retaliator $32 

F.S. Scenery .Coll. A $39 

F.S. Scenery Coll. B $39 

Falcon 3.0 $44 

Falcon AT (EGA Only) $39 

Firehawk-Thexder II $23 

Flight of intruder $39 

Flight Simulator 4.0 $42 

Full Metal Planet $32 

Future Wars $32 

Gateway to Savage Empire..$32 

Gold of the Aztecs $25 

Golden Axe $16 

Greg Norman Shark Attack..$25 
Guns & Bucter/Global Dilem.$21 

Gunship $35 

Gunship 2000 $44 

Hardball II $32 

Harpoon $39 

Harpoon Battle Dsk 2 $21 

Harpoon Battle Set 3 $21 

Harpoon Seen. Edit $26 

Hawaiian Odyssey $19 

Heart of China VGA $39 

Hero's Quest $38 

Hero’s Quest II $38 

Hoyle's Book of Games $22 

Hoyle's Book of Games 2 $22 

Hunt for Red October $21 

Indy Jones: Last Cru. Act $18 


Indy Jones: Last Cru. Graph.. .$21 


AMIGA APPLE & (JS 


Indianapolis 500 $16 

Ishido $35 

J. Nicklaus 90 Champ Course. ..$ 1 6 
J. Nicklaus International.. ..$16 

J. Nicklaus U.S. Open $16 

J. Nicklaus 89 Champ Course $ 1 6 
J. Nicklaus Unlimited Golf... ..$39 

J. Nicklaus Golf. $23 

Jet Fighter II $44 

Jigsaw Pinups $23 

Joe Montana Football $32 

John Madden Football $32 

Jones in the Fast Lane $25 

Katie's Farm $25 

KingsBounty $21 

King's Quest 1 $32 

King's Quest 2 $32 

King’s Quest 3 $32 

King's Quest 4 $39 

King's Quest 5 EGA $39 

King's Quest 5 VGA $44 

Knights of the Sky $39 

Lakers vs. Celtics $16 

Leisure Suit Larry $24 

Leisure Suit Larry 2 $38 


McGee $25 

McGee at Fun Fair $25 

Mean Streets $39 

Medievil Lords $39 

Magafortress/Old Dog $39 

Megatraveller $39 

Megatraveller II .$39 

Mickey's 123 Surprise $32 

Mickey's ABC Day/Fair $32 

Mickey's ABC w/Sound $44 

Mickey’s Colors/Shapes $32 

Mickey’s Crossword $29 

Might & Magic III H. Den....S39 

Monday Night Football $39 

Monopoly $25 

Mother Goose "Enhanced"... .$25 

New Math Blaster + $32 

New Print Shop $39 

New PmtShp Gr^A-Pity Ed $23 


New PmtShp Grph-Samp Ed$23 
New PmtShp Sch Bus Grph $23 
New Print Shop Companion..$32 


Newsroom $14 

Night Shift $16 

Nuclear War $32 


MACINTOSH 


Quicken 4.0 $39 

Railroad Tycoon $39 

Reader Rabbit $32 

Real Blackjacks $32 

Real Poker $32 

Red Baron VGA $39 

Red Storm Rising $35 

Renegade Legn: Intercept $39 

Rise of the Dragons EGA $39 

Rise of the Dragons VGA $39 

Risk $25 

• SAT Complete $39 

Sargon 4 - 3D $32 

Savage Empire $39 

Scrabble $25 

Scrabble Deluxe $39 

Search for the King $39 

Sec. Weapons of Luftwaffe.. .$39 
Secret Monkey Island EGA $26 

Secret monkey Island VGA $39 

Secret of Silver Blades $32 

Shadow Sorcerer $32 

Silent Service II $39 

Sim City $32 

Sim Earth $44 


ATARI ST 


Strip Poker 2 Data #2 $14 

Strip Poker 2 Data #3 $14 

Strip Poker III $32 

Strip Poker III Data #1 $16 

Strip Poker III Data #2 $16 

Strip Poker III Data #3 $16 

Strip Poker III Data #4 $16 

Stunts $32 

Super Solv. Chal Anct Emp..$32 
Super Solv. Midnight Resc....$32 

Super Solv. Outnumbered $32 

Super Solv. Treas. Mount $32 

Tank $39 

Teen Mutant Ninja Turtles.. ..$25 

Terminator $35 

Test Drive II Cal Chall Seen $16 

Test Drive II Euro Chall $16 

Test Drive II Muscle Card $16 

Test Drive II The Duel $32 

Test Drive III $39 

Test Drive III Rd. & Car #1..$21 

Tetris: Russian Challenge $23 

Their Finest Hour $39 

Think Quick! $32 

Time (^est $39 


Leisure Suit Larry 3 $38 

Lemmings $32 


LHX Attack Chopper $26 

Life & Death $23 

Life & Death II $32 

Lightspeed $39 

Links "Bayhill" $16 

Links VGA $39 

Links "Bountiful"Course...$16 

Links "Firestone: Course $16 

Loom $21 

Lost Patrol $32 

M-1 Tank Platoon $42 

M.Beacon Tchs. Typing $32 

Martian Dreams Hi/Dn. VGA $39 

Math Rabbit $25 

Maxx Control Yoke $69 

Maxx Peddles $44 


Oils Well $22 

Paciolli 2000 $32 


PCGlobeV4.0 $44 

PC USA $44 

Penthouse Jigsaw Puz. (X)....$26 

Personal Trainer SAT $32 

PGA Golf. $32 

Pick N' Pile $26 

Fhetionary $25 

Playroom $29 

Police Quest $32 

Police Quest 2 $38 

Pools of Darkness $39 

Populous $21 

Print Master Plus $39 

Pro Tennis Tour $21 

Publish It 1.2 $149.95 

Puzzle Gallery $26 


Sim City Graphics #l $23 

Sim City Graphics #2 $23 

Sim City Terrain Ed $14 

Space Ace $39 

Space 1889 $32 

Space Quest $31 

Space Quest 2 $31 

Space Quest 3 $38 

Space Quest 4 EGA $39 

Space Quest 4 VGA $39 

Speed Reader 2 $32 

Spellcasting 101/Scorcerer....$39 

Spell it Plus $32 

Spirit of Excalibar $32 

Spot $9.88 

Star Control $32 

Starflight II $21 

Stellar 7 $22 

Stickybear Alphabet $32 

Stickybear Math $25 

Stickybear Math 2 $25 

Stickybear Numbers $25 

Stickybear Reading $25 

Stickybear Reading Comp $32 

Stickybear Spellgrbr $32 

Stickybear Typing $32 

Stratego $32 

StreetRod $16 

Street Rod II $26 

Strike Zone $13 

Strip Poker 2 $25 

Strip Poker 2 Data #1 $14 


Tony LaRussa Baseball $32 

Tracon 2 $44 

Trivial Pursuit $26 

Trump Ult.Cas. Gambling II $32 

Tunnels & Trolls $14 

Tunnels of Armageddon $26 

Twilight 2000 $39 

Typing Tutor 4 $32 

Ultima 5 $39 

Ultima 6 $44 

Ultima Trilogy 1-2-3 $39 

Universal Milt. Sim. II $39 

U.S. Atlas $39 

Vaxine $25 

Vegas Gambler $26 

Warlords $32 

Wayne Gretzky Hockey 2 $35 

Welltris $23 

Wing Comm. Mission #1 $19 

Wing Comm. Mission #2 $19 

Wing Commander $39 

Wing Commander II $48 

Wizard Trilogy $32 

Wolf Pack $14 

Wonderland $39 

Word Attack Plus $32 

Word Writer PC $32 

World Atlas $39 

World Class Soccer $25 

WWF Wrestling $25 

Writer Rabbit $32 

X-Men II $25 


Snecial Price! 


Sony-Memorex 

Computer Disks 

$4.99 Box of 10* $6.99 Box of 10* 

S ‘A 3 7- 

•VViih puichasc ol' ain soliwaiv piickauc'Wliilo supplies lasi»l.iiiiil 4 



Yeager’s Air Combat $39 


New For Mac 

Universal Milt. Sim II $39 

Kings Bounty $39 

Sim Earth $44 

Bane of Cosmic Forge $39 

Railroad Tycoon $44 


New For Amiga 

Death Knights of Kryrui $39 

Secret of the Silver Blades $39 

Knights of the Crystallion....... .$39 

Spot $25 

F-15 Strike Eagle II $39 

Cardinal of the Kremlin $32 

Street Rod II $26 


New For Atari ST 

Wonderland $39 

Megatraveller #1 $35 

Secret of Monkey Island $39 

Crime Wave $39 

F-15 Strike Eagle II $39 

Tie Break Tennis $25 


New For C-64 

Night Breed 

$21 

Pick-n-Pile 

$21 


$21 

Back to the Future II 

$19 


Call Toll Free 1-800-966-7734 



• SHIPPING: Continental USA - add $4. Call for details on overnight & 2 day 
shipping. APO & FPO - $5. Alaska & Hawaii - $7.50. Canada, Puerto Rico & Guam - $10. 
US Virgin Islands - $12.50. PA residents add 6% sales tax on the t total amount of orders 
including shipping charges. Orders with cashier's checks or money orders shipped 
immediately. Personal & company checks, please allow 10 business days clearance. No 
C.O.D.s. Defective merchandise purchased within 60 days will be replaced with the same 
item. You must call Customer Service for return authorization. 412-361-5291 
9:00 - 5:00 EST. Prices and availability subject to change. 


HOW TO ORDER 

Order Line Hours: Mon-Fri 9:00 - 9:00 Sat -10:00 - 4:00 EST 

• Call us & use your Mastercard or Visa • Or^r via modem on CompuServe 

• Send Money Orders or Checks to: 


Software Discounters Int'l 
5607 Baum Blvd 
Pittsburgh, PA 15206 


& QLink 
School purchase orders accepted 


FAX: 1-412-361-4545 


C/rc/e Reader Service #8 1 
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Hard Hova (Electronic Arts) Amiga 

The Immortal (Electronic Arts) IBM 

Starflight 2 (Electronic Arts) Amiga, Macintosh 

Gradius (Konami) Super Nintendo 

Space Quest IV (Sierra) Macintosh 

Flight of the Intruder (Spectrum HoloByte) Amiga 

Secret of the Silver Blades (SSI) Macintosh 


AF 

9 

9 

9 

9 

9 

9 

9 

9 

8 

8 

8 

8 

8 

8 

8 

7 

7 

7 

7 

7 

7 

6 

6 

6 

6 

6 

5 

5 

5 

5 

4 

4 

4 

3 

3 

2 

1 


DF 

8 

7 

6 

5 

4 

3 
2 
1 
7 

6 

5 , 

4 

3 
2 
1 

6 

5 

4 

3 
2 
1 

5 

4 

3 
2 
1 

4 
3 
2 
1 
3 
2 
1 
2 
1 
1 
1 


AttHitProb 

69 . 23 % 

79 . 41 % 

85 . 71 % 

90 . 00 % 

93 . 10 % 

95 . 45 % 

97 . 30 % 

98 . 78 % 

63 . 16 % 

72 . 73 % 

80 . 00 % 

85 . 71 % 

90 . 32 % 

94 . 12 % 

97 . 30 % 

60 . 87 % 

70 . 00 % 

77 . 78 % 

84 . 48 % 

90 . 32 % 

95 . 45 % 

60 . 00 % 

69 . 23 % 

77 . 78 % 

85 . 71 % 

93 . 10 % 

60 . 00 % 

70 . 00 % 

80 . 00 % 

90 . 00 % 

60 . 87 % 

72 . 73 % 

85 . 71 % 

63 . 16 % 

79 . 41 % 

69 . 23 % 

50 . 00 % 


DefHitProb 

30 . 77 % 

20 . 59 % 

14 . 29 % 

10 . 00 % 

6 . 90 % 

4 . 55 % 

2 . 70 % 

1 . 22 % 

36 . 84 % 

27 . 27 % 

20 . 00 % 

14 . 29 % 

9 . 68 % 

5 . 88 % 

2 . 70 % 

39 . 13 % 

30 . 00 % 

22.22% 

15 . 52 % 

9 . 68 % 

4 . 55 % 

40 . 00 % 

30 . 77 % 

22 . 22 % 

14 . 29 % 

6 . 90 % 

40 . 00 % 

30 . 00 % 

20 . 00 % 

10 . 00 % 

39 . 13 % 

27 . 27 % 

14 . 29 % 

36 . 84 % 

20 . 59 % 

30 . 77 % 

50 . 00 % 


AttWin 

77 . 42 % 
89 . 03 % 
94 . 46 % 
97 . 20 % 
98 . 64 % 
99 . 40 % 
99 . 78 % 
99 . 96 % 
69 . 28 % 
81 . 74 % 
89 . 60 % 
94 . 46 % 
97 . 37 % 
99 . 00 % 
99 . 78 % 
66 . 05 % 
78 . 40 % 
87 . 38 % 
93 . 52 % 
97 . 37 % 
99 . 40 % 
64 . 80 % 
77 . 42 % 
87 38 % 
94 . 46 % 
98 . 64 % 
64 . 80 % 
78 . 40 % 
89 . 60 % 
97 . 20 % 
66 . 05 % 
81 . 74 % 
94 . 46 % 
69 . 28 % 
89 . 03 % 
77 . 42 % 
50 . 00 % 


DefWin 

22 . 58 % 

10 . 97 % 

5 . 54 % 

2 . 80 % 

1 . 36 % 

0 . 60 % 

0 . 22 % 

0 . 04 % 

30 . 72 % 

18 . 26 % 

10 . 40 % 

5 . 54 % 

2 . 63 % 

1 . 00 % 

0 . 22 % 

33 . 95 % 

21 . 60 % 

12 . 62 % 

6 . 48 % 

2 . 63 % 

0 . 60 % 

35 . 20 % 

22 . 58 % 

12 . 62 % 

5 . 54 % 

1 . 36 % 

35 . 20 % 

21 . 60 % 

10 . 40 % 

2 . 80 % 

33 . 95 % 

18 . 26 % 

5 . 54 % 

30 . 72 % 

10 . 97 % 

22 . 58 % 

50 . 00 % 


AvgDefHits 

0.89 

0.52 

0.33 

0.22 

0.15 

0.10 

0.06 

0.02 

1.17 

0.75 

0.50 

0.33 

0.21 

0.13 

0.06 

1.29 

0.86 

0.57 

0.37 

0.21 

0.10 

1.33 

0.89 

0.57 

0.33 

0.15 

1.33 

0.86 

0.50 

0.22 

1.29 

0.75 

0.33 

1.17 

0.52 

0.89 

2.00 


Warlords: Probabilities for Victory 
and Casualties Inflicted in One-on- 
One Battles 
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A whole new way 

"Shadow 


SORCEmR 

ANIM^ED 

FAIWASY^AE/y^T/URE 

I M/ •' r ;^/ / i 






Ik;; 




Control four charac^rs at once 
even during real4me combat! 


-nS 








f 


Flay in the DRAaonLAncE game 
world — in 3-D isometric view! 




liiADOw Sorcerer 

combines 
elements of role- 
playing with strategy, 
explorati, 
animate^WKtion. 

It's an exciting new wa] 
to play computer 
ADSfD fantasy gaming! 

Control four characters 
at the same time — even during 
fully-animated real-time coi 
All in 3-D isometric perspective! 

Select your party from 16 different 
heroes, each with pre-made attributes. 
You've got nothing but trouble ahead: 
hundreds of refugees who desperately 
need your help to find safe haven. 
Strange monsters that inhabit the vast 
wilderness, caverns and dungeons. An 
army of Draconians led by a red dragon! 

When the spells and weapons start 
flying, you'll love the simple "point- 
and-click" interface! 

IBM 
AMIGA 

Clue Book 
available! 


, « SHADOW SORCEREi 

It'h a WWble^ew exf. 
in fantasy 

TO ORDER BY VISA/MC: cali 
1-800-245-4525 (in USA & Canada). 

To receive SSI's complete product catalog, 
send $1.00 to: SSI, 675 Almanor Avenue, 
Suite 201, Sunnyvale, CA 94086. 


MW'--' — 

' One of the many colorful 

characters who can help you 
on your quest. 


AOVAnCCD DUnOEOnS S DKACiOMS, ADftB, 
DRAQOriLAbCt and the TSR kxio are ttade- 
iiiarks owned by and used under Ik ense from 
TSR, Inc. 1991 TSR, Inc, c-.|99l Slra(«iic 
Simulations, Inc. All rights reserved. 
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CHIPS & BITS • IBM & AMIGA GAMES 







IBM ACTION /ARCADE 


Gold of the Aztecs 

$29 

Grave Yardage 

$12 

Gremlins 2 

$12 

Guy Spy 

$32 

Harmony 

$29 

Hard Driving 2 

$38 

Home Alone 

$27 

Indy Jones Lst Crsade 

$19 

Knight Force 

$31 

Last Ninja 

$17 

Last Ninja 2 

$24 

Lemmings 

$32 

Living Jigsaws 

$ 9 

Loopz 

$24 

Low Blow 

$24 

Marble Madness 

$15 

Mavel Trilogy 

$39 

Miami Vice 

$28 

Monty Python 

$15 

Ms Pac Man 

$ 9 

Nevermind 

$25 

Night Breed 

$15 

Night Hunter 

$25 

Night Mission Pinball 

$25 

Night Shift 

$19 

North & South 

$27 

Nova 9 

$26 

Qbitus 

$37 

Obliterator 

$ 9 

Oil's Well 

$21 

Pac\ Man 

$ 9 

Paperboy 

$27 

Pick N Pile 

$28 


Pinball Construction 

$ 9 

Pipe Dream 

$19 

Powerdrift 

$25 

Powerdrome 

$24 

Psychic War 

$28 

Punisher 

$12 

Rambo 3 

$28 

Resolution 1 01 

$24 

Rick Dangerous 

$25 

Robocop 

$28 

Rotox 

$24 

Savage 

$25 

Shinobi 

$28 

Sidearms 

$21 

Silpheed 

$21 

Space Ace 

$37 

Space Ace 2 

$37 

Space Harrier 

$28 

Speedball 

$28 

Speedball 2 

$32 

Starblade 

$24 

Starglider 2 

$29 

Stellar 7 

$21 

Storm lord 

$24 

Super Off Road 

$15 

Super Pac Man 

$ 9 

Taking of Beverly Hills 

$27 

Targhan 

$28 

Teenage Mtnt NnjaTrtI $24 

Tetris 

$22 

Terminator 

$34 

Terrorpods 

$24 

Thexder 1 or 2 

$21 

Treasure Trap 

$10 


"Aliens poaching... 


PROSE 


■HYPERSPEED' from 
MICROPROSE is a 

combination 3D space 
combat simulator and 
roleplaying game. Pilot 
a complex starship 
armed with fighters 
kamikaze ships, plasma 
canon and remote 
probes. Conduct deep 
space diplomacy 
negotiate with dozens of 
alien races, make 
alliances and treaties, 
each alien race 
responds according to 
its own customs and 
hidden agendas. $39 


IBM ROLEPLAYING 


Shadowgate 

$31 

Sorcerian 

$34 

Space 1889 

$19 

Space Inc 

$34 

Space Rogue 

$30 

Spirit of Excaliber 

$29 


IBM ACTION /ARCADE 


Blockbuster 

$ 9 

Blockout 

$28 

Brain Blaster 

$28 

Bruce Lee Lives 

$28 

Budokan 

$17 

Colorado 

$12 


Continuum 

$32 

Crackdown 

$19 

Crossbow 

$29 

Dark Century 

$29 

Day of the Viper 

$32 

Deathtrack 

$12 

D Generation 

$32 

Dig Dug 

$ 9 


Double Dragon 2 $15 

Dr Doom's Revenge $12 

Dragon's Lair 1 $38 

Dragon's Lair 2 $38 

Drgn's Lair Singe CstI $37 

F40 Pursuit $31 

Faces Tetris 3 $25 

Finale $12 


Fire Power $24 

Freakn Funky Fuzzballs$19 
Galaxian $ 9 

Gauntlel $12 

Gauntlet 2 $12 

Ghostbusters 2 $12 

Golden Axe $ 1 9 


'FINAL CONFLICT' 
from IMPRESSIONS is 
a strategy game of 
power politics & global 
warfare. Allocate 
resources. Build 
factories and control 
food production. 
Produce armies, tanks, 
ships, & missiles. Send 
out spies & conduct 
diplomacy to uncover 
military secrets & win 
allies. Features 95 
countries, nuclear 
winter, optional arcade 
missile sequence, 
entirely icon driven. $34 


Martian Dreams $13 
Martian Memorandum $10 
Mean Streats $ 1 0 

Might & Magic 1 - 2 Ea $10 
Mights Magic 3 $16 

Planet's Edge $16 

Police Quest 1 - 3 Ea $10 


Tunnels & Trolls $10 

Ultima4-7Ea $10 

Wasteland $10 

Wizardry 6 Cosmic Frg $12 

Wizardry 7 Crusade $ 1 2 

Yeager's Air Combat $ 1 9 

Zak McKracken $ 1 0 


IBM ROLE PLAYING 


2400 AD $28 

Autoduel $26 

Bad Blood $31 

Bard's Tale 1 $15 

Bard's Tale 2 $19 

Bard's Tale 3 $31 

Bard's Tale Cnstrctn St $34 
Battletech 1 or 2 $31 

Blade Warrior $12 

Buck Rogers $32 

Captain Blood $ 9 

Captive $30 

Castle Master $34 

Conan $32 

Corporation $32 

Cybergenic Ranger $32 

Darklands $39 

Darkspyre $32 

Demon's Winter $12 

Drakkhen $37 

Dragon Lord $33 

Dragon Wars $31 

Dusk of fhe Gods $38 

Earthling $32 

Elvira 1 Mistress Dark $34 

Elvira 2 Jaws Cerberus $39 
Escape from Hell $ 1 7 

Faery Tale Adventure $25 

Fire King $ 7 

Flames of Freedom $28 

Fountain of Dreams $ 1 5 

Hard Nova $19 

Hero's Quest 1 $21 


Hero's Quest 2 or 3 $34 

Hyperspeed $39 

Immortal $27 

Journey $12 

Keef the Thief $16 

Keys to Maramon $25 

King's Bounty $19 

Knights of Legend $30 

Lord of the Rings 1 $34 

Lord of the Rings 2 $37 

Magic Candle 1 $15 

Magic Candle 2 $38 

Mechwarrior $34 

Megatraveller 1 $19 

Megatraveller 2 $34 

Megatraveller 2 $37 

Midwinter 1 $24 

Midwinter 2 $29 

Might & Magic 1 $12 

Mights Magic 2 $17 

Mights Magic 1,2SHB $33 
Might S Magic 3 $38 

Mines of Titan $12 

Murder $29 

Paladin $28 

Paladin Scrolls Disk $ 1 6 

Phantasie 3 $12 

Pirates $ 9 

Planet's Edge $38 

Prophecy 1 $12 

Questron2 $12 

Rings of Medusa $28 

Scavengers $34 

Sentinal Worlds $18 


Starfllght 1 or 2 $19 

Star Command $34 

Star Saga 1 or 2 $34 

Sword of the Samurai $ 1 2 
Swrd Samrai S Pirates $16 
Tangled Tales $21 

Third Courier $12 

Times of Lore $28 

Tunnels S Trolls $12 
Twilight 2000 $34 

Ultima Martian Dreams $37 
Ultima Savage Empire $34 
Ultima Trilogy $35 

Ultima 4 or 5 $35 

Ultima 6 $39 

Ultima 7 $45 

Uncharted Waters $42 
Vengeance of Excalibur$32 
Windwalker $28 

Wasteland $ 1 5 

Wizardry Trilogy $32 
Wizardry 4 $ 1 9 

Wizardry 5 $32 

Wizardry 6 Cosmic Frg $37 
Wizardry 7 Crusaders $39 
Xenomorph $32 

IBM ACTION /ARCADE 
Airborne Ranger $12 
Altered Beast $28 

Amazing Spiderman $15 
Arachnaphobia $28 

Arkanoid 2 $28 

Armor Alley $27 

Artura $ 9 

Back to the Future 2 $24 


Barbarian $ 9 

Batman $28 

Batman The Movie $24 

Battle Master $37 

Battlestorm $32 

Bill & Ted's Exclint Adv $19 
Billy the Kid $28 


HINT BOOKS 


688 Attack Sub 

$10 

Altered Destiny 

$10 

Bard's Tale 1 - 3 Ea 

$10 

Black Cauldron 

$10 

Buck Rogers 

$10 

Castle of Dr Brain 

$10 


HINT BOOKS 

Pool of Darkness $12 

Pool of Radiance $10 

Power Monger $10 

Puzzle Gallery $10 

Quest for Clues 2 or 3 $21 
Quest for Glory 1 - 3 Ea$10 


Champions of Krynn $ 1 0 
Code Name Iceman $10 
Colonel Bequest 1 or 2 $10 
Conquests of Camelot $ 1 0 
Conquests of Longbow $ 1 0 
Countdown $10 

Curse of Azure Bonds $ 1 0 
Darkspyre $ 1 0 

Death Knights of Krynn $10 
Dragons of Flame $ 1 0 
Dragon Wars $10 

Drakkhen $10 

EcoQuest 1 $ 1 0 

Elvira 1 or 2 $10 

Eye of the Beholder 1 $ 1 0 

Eye of the Beholder 2 $ 1 0 
Fountain of Dreams $10 
Gateway Savage Frntr $ 1 0 
Gold Rush $10 

Hard Nova $ 1 0 

Harpoon Battlebook $ 1 9 
Heart of China $10 

Hero's Quest 1 -3 Ea $ 1 0 
Immortal $10 

Indy Jones Lst Crsade $ 1 0 
Indy Jones Fate Atlantis$10 
Keef the Thief $ 1 0 

King's Quest 1 - 5 Ea $10 
Knights of Legend $ 1 0 
Leisr Suit Larry 1 -5 Ea $10 
Loom $ 1 0 

Lord of the Rings 1 or 2 $ 1 0 
Magic Candle 1 or 2 $10 

Manhunter N Y or SF $ 1 0 
Maniac Mansion $10 


Railroad Tycoon $10 

Rise of the Dragon $ 1 0 
Run 5 Issue 1 - 19 Ea $ 5 
Savage Empire $ 1 0 

Search for the King $ 1 0 
Secret Monkey Island 1 $10 
Secret Monkey Island 2 $10 
Secret of Silver Blades $ 1 0 


Sentinal Worlds 

$10 

Shadow Sorcerer 

$10 

Simcity/Simearth 

$20 

Simearth 

$19 

Space Quest 1 - 4 Ea 

$10 

Starflight 1 or 2 

$10 

Strategy Plus 3-11 Ea 

$ 8 

Strategy Plus 12 

$ 4 


PERFECT GENERAL' 

from OOP INC is a furn 
based ground war 
game. Features 12 
years of play testing, 
great maps in VGA, 
[easy to use mouse or 
keyboard interface, 14 
scenarios, very strong 
artificial intelligence, 
hidden movement, line 
of sight option, in depth 
player ranking system, 
saves your career 
history as you play, 2 
player option, modem 
play, sound board 
support. $34 


'RED BARON' from 
DYNAMIX is the best 
WWI flight simulator. 
Take either side, fly 28 
|aircraft including 
Albatros D3, Fokker 
Triplane, DH2 Pusher, 
Sopwith Camel, Spad 7. 
Amazing Al, fly against 
real aces who use 
historically accurate 
Itactics. Fly multiplane 
missions vs multiple 
enemies, single mission 
or campaign game. 
VCR with pan & zoom, 
256 color VGA, & sound 
support. $34 


MINDCRAFT'S RULES 
OF ENGAGEMENT is 

a real time strategic 
space combat game. 
Command a starship 
and an entire fleet with 
subordinate ship 
commanders in multiple 
combat missions. 
Using BREACH 2 you 
can send out boarding 
& landing parties. A 
[comprehensive mission 
builder lets you design 
enemy races, starships, 
solar systems, even the 
personalities of ship 
commanders. $38 


ClVlLlZAriON 

Baild An EmpiteToSUnd TVTesI CM Tmic 


msanosE 


■CIVILIZATION' from 
MICROPROSE "is a 

competitive multi-player 
strategy game with a 
great deal of 
replayability" CGW. You 
explore cities, 

continents, and the 
world in an EMPIRE like 
way. You make 
economic decisions 
prioritizing technological 
growth in order to 
advance more rapidly 
than the other players. 
Sort of a cross 
betweeen SIMCITY & 
EMPIRE $39 




FOR LESS • CALL 800 - 753 - GAME 


IBM SIMULATION 


688 Attack Sub 

$19 

A10 Avenger 

$43 

A10 Tank Killer 

$26 

AlOTank Killer 1.5 

$34 

Abrams Battle Tank 

$12 

Ace of Aces 

$15 


Air Strike USA 

$19 

AppollolS 

$28 

Armor Geddon 

$29 

ATAC 

$28 

ATP 

$37 

B24 

$12 

Battle Command 

$24 

Battlehawks 1 942 

$21 

Blue MaxiAces WW 1 

$12 

Cardinal of the Kremlin 

$27 

Carrier Command 

$31 

Conqueror Multi Tank 

$27 

Crash Course 

$12 

Das Boot Submarine 

$19 

Echelon 

$39 

Elite Plus 

$29 

Eye of the Storm 

$32 

FI 17A Nighthawk 

$42 

FI 4 Tomcat 

$28 

FI 5 Strike Eagle 

$ 7 

F1 5 Strike Eagle 2 

$29 

F15 SE2 Scenario Disk 

$17 

FI 6 Combat Pilot 

$16 

F19 Stealth Fighter 

$39 

F29 Retaliator 

$34 

Falcon 

$34 

Falcon AT 

$37 

Falcon 3.0 

$42 

IBM ACTION /ARCADE 

Troika 

$19 

Vaxine 

$24 

Viking Child 

$32 

Volfied 

$27 

Welltris Tetris 2 

$24 

Wild Streets 

$31 


Wrath of the Demon 

$37 

Xenocide 

$29 

XMen 1 

$12 

XMen2 

$25 

Zany Golf 

$15 

Zombie 

$12 

Zoom 

$22 


IBM SIMULATION 


First Over Germany $ 9 

Flight of the Intruder $37 

Flight Simulator 4.0 $39 

Aircraft Scenry Design $35 

Galactic Conqueror $31 

Gunboat $33 


Gunship $12 

Gunship 2000 $39 

Harrier Combat Sim $ 1 2 

Heatwave $25 

Hoverforce $31 

Hunt for Red October $22 

Hyperspeed $39 


Instnt Facilities Locator $28 


Jet 

$12 

Jet Fighter 2.0 

$39 

Knights of the Sky 

$29 

LHX Attack Chopper 

$26 

Life & Death 1 

$24 

Life & Death 2 

$32 

Lightspeed 1 

$29 

Ml Tank Platoon 

$39 


Mantis ExprmntI Fghtr $37 


Mechwarrior $33 

Megafortress $37 

Megafortress Mission 2 $24 
Miami Enforcer $39 

Mig 29 Fulcrum $45 


New Facilities Locator $27 


IBM SIMULATION 


PHM Pegasus $ 9 

Power Boat Simulator $39 
PT109 $15 

Red Baron EGA $34 
Red Baron VGA $36 
Red Storm Rising $12 
Resolution 101 $24 

Rapcon $29 

Sailing Instructor $1 99 
Sailing Simulator $39 
East Coast Voyages $39 
West Coast Voyages $39 
Sands of Fire $31 

Search for the Titanic $27 
Secret Weapons Lftwff $45 
S Weapons Mission 1 $19 
Shuttle $37 

Sherman M4 $34 

Silent Service 1 $ 7 

Silent Service 2 $34 

Skyfox2 $16 

Solo Flight $ 7 

Startrek 25th Aniversry $36 
Steel Thunder $17 

Stellar 7 $21 

Stormovik $15 

Strike Aces $32 

Strike Commander $45 

Stunt Driver $32 

Stunt Track Racer $25 

Stunts $31 

Sublogic Scenery Disks$22 
Tank $33 


Team Yankee $36 

Team Yankee 2 $32 

Test Drive 2 $30 

TD2 Callifornia Chaling $15 
TD2 European Chaling $15 
TD2 Muscle Cars $15 
TD2 Super Cars $15 
Test Drive 3 $32 

TD3 Road & Car Disk $ 1 9 
Their Finest Hour $37 
TFH&BH1942 $38 

Thunder Chopper $28 
Thunderhawk $32 

Thunderstrike $39 

Tracon $34 

Tracon 2 $29 

Vette $33 

Wing Commander 1 $39 

WC1 Mission 1 or 2 $19 

Wing Commander 2 $47 

WC2 Op Module 1 or 2 $27 
WC2 Speach Pack $ 1 5 
Wolfpack $32 

Yeager's Air Combat $38 
Yeager's AFT 2.0 $19 

AMIGA GAMES 
688 Attack Sub $34 

A10 Tank Killer $33 

Action Stations $29 

Armada 2525 $39 

Armor Geddon $29 

ATP $37 

Bandit Kings A China $37 
Bard's Tale 1 $18 


AMIGA GAMES 


Bard's Tale 2 $19 

Bard's Tale 3 $34 

Battlehawks 1 942 $21 

Battle Isle $32 

Battle Tank Barbarosa $36 
Battleteoh $34 


Birds of Prey $32 

Blue Max:Aces WW I $34 
Breach 2 $24 

Breach 2 Scenario Disk $ 1 5 
Buck Rogers $32 

Centurion Dfndr Rome $34 
Champions of Krynn $32 
Code Name:lceman $24 
Cohort $34 

Colonel's Bequest $24 
Command HQ $39 

Conan $32 

Conquests of Camelot $24 
Corporation $32 

Curse of Azure Bonds $32 
Days of Thunder $34 
Death Knights of Krynn $32 
Dragon Force $34 

Dragon Strike $34 

Dungeon Master $28 
Elvira Mistress of Dark $39 
Empire $33 

Eye of the Beholder $39 
Eye of the Storm $32 
FI 5 Strike Eagle 2 $29 

FI 9 Stealth Fighter $39 
F29 Retaliator $34 

FA1 8 Interceptor $18 
Falcon $34 

Falcon Mission Disk $18 
Fire Brigade $35 

Free DC $34 

Gateway Savage Frntr $32 
Genghis Khan $37 

Gettysburg Turn Point $37 


Gunship 

$34 

Halls of Montezuma 

$28 

Harpoon 

$37 

Harpoon Battle Sets 

$19 

Harpoon Editor 

$27 

Heart of China 

$34 

Heatwave 

$28 


AMIGA GAMES 


Hound of Shadow $28 
Immortal $34 

Imperium $26 

Indy Jones Adventure $24 
Kampfgruppe $37 

King's Quest 1 - 3 Ea $29 


King's Quest 4 $34 

Leisure Suit Lrry 1-5Ea $34 

Lemmings $32 

Loom $21 

Lost Admiral $34 

Lost Patrol $34 

Ml Tank Platoon $39 

Manhunter NY or SF $29 


Megafortress $38 

Midwinter $28 

Might & Magic 2 $38 

Might & Magic 3 $38 

Nobunaga's Ambition $37 
Nova 9 $21 

Nuclear War $34 

Qverrun $39 


Perfect General 

$34 

Planet of Lust 

$28 

Police Quest 1 

$29 

Police Quest 2 

$34 

Pool of Radiance 

$34 

Pools of Darkness 

$38 

Populous 

$34 


AMIGA GAMES 

Powermonger $34 

Railroad Tycoon $34 
Red Barron $34 

Red Storm Rising $30 
Riders of Rohan $39 
Rise of the Dragon $34 
Romanc 3 Kngdm 1or2 $42 
Rorke's Drift $34 

Rules of Engagement $39 
Sci Mutant Priestess $31 
Search for the King $37 
Second Front $34 

Secret of Sliver Blades $32 
Sex Vixens from Space $28 
Shadow Sorcerer $32 
Shuttle $37 

SIMCANADA GAMES $36 
SimCity $33 

Sleeping Gods Lie $27 
Space Quest 1 or 2 $29 

Space Quest 3 or 4 $34 

Spirit of Excaliber $29 
Star Control $34 

Starflight 1 $32 

Starflight 2 $32 

Storm Across Europe $39 
Team Yankee $37 

Their Finest Hour $21 
Thunderhawk $32 

To the Rhine $36 

Typhoon of Steel $39 

Ultima 4 or 5 $39 

UMS2 $39 


Vengeance of Excalibur$32 
Wizardry Bane Cosmic $39 
Worlds at War $29 

CHIPS & BITS 

PO Box 234 
Rochester VT 05767 

802 -767 -3033 
800 - 753-4263 

GEnie keyword CHIPS 

Visa & MC accepted, CODs $5 
Personal Checks Held 4 Weeks. 
Money Orders Treated as Cash. 

Most Items Shipped Same Day. 
Shipping times not guaranteed. 

UPS Ground $4 / Order 
PO Box, APO, FPO $5 / Order 
2 Business Day Air $6 / Order 

Air Mail to Europe $1 2 Minimum 
Surface to Europe $7 / Order 
Air Mail to Canada $6 / Order 
HI , AK,PR Surface $7 / Order 
HI. AK, PR 2 Day $12 /Order 

No Returns Accepted. 
Compatibility is your problem. 
All Products Warranted by 
Manufacturer Only. 

Nothing is cast in stone. 
Everything is subject to change. 
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The Catactkr Conflict Continues.. 





•SECOND CONFLICT' 
from JSOFT is a space 
strategy game. Control 
the economy, military, 
and civilian population. 
Balance population 
growth against military 
recruiting. Allocate 
resources to produce 
battleships, planetary 
defenses, stealth ships, 
transports and missiles. 
Multiple human and 
computer players, point 
and click WINDOWS 
interface, and a 
scenario editor are 
included. $34 


RORKE’SDRlFr 



•RORKE'S DRIFT' from 
IMPRESSIONS is a 

detailed simulation of 
the battle between 137 
british soldiers & 4000 
Zulu warriors that took 
place Jan 22 1879. You 
command the British in 
their attempt to hold out 
aginst the onslaught. 
You control each man, 
standing, sitting, prone, 
aiming, firing, reloading, 
running or walking. With 
3D map, animated 
combat & movement 
mouse support & 256 
color VGA. $34 



TIGLON'S DECISION 
AT GETTYSBURG' 

gives you command of 
either army at the 
turning point of the 
American Civil War. 
Features include real 
time play, historical 
accuracy, hidden or 
revealed movement 
and 147 square miles 
of detailed VGA maps. 
The simulation allows 
you to combine units, 
create new smaller 
units, transfer men or 
supplies and send out 
patrols. $29 



COHORT' from 
IMPRESSIONS is an 

unusual wargame using 
a miniatures style 
interface to cover 
combat between roman 
legions & their enemies. 
Features animated 
combat & movement, 7 
unit types, infantry, 
cavalry, & archers, user 
definable army 

composition, 4 different 
maps, scenario builder, 
stop & give orders real 
time combat, 256 color 
VGA, & sound board 
support. $34 



WORLDS AT WAR' by 
RAW SOFTWARE is a 

;game of naval combat 
jon a galactic scale. 
Simple in concept, you 
can play the tactical 
study for an hour; or the 
campaign game for a 
weekend. Features 
include random map 
generation, hidden 
movement, design your 
own task forces, 
capture planets to build 
more units. CGW said 
"...like EMPIRE, what 
this game has is play- 
value". $29 



Is I D M E I E R^ 

I'RAILROAD TYCOON' 
from MICROPROSE is 
a game of empire 
building in the golden 
age of railroads. You 
lay track, manipulate 
stock, schedule trains, 
operate signals, engage 
in rate wars, and build 
industry all in an effort 
to outwit, outsmart, out 
scoundrel the rail 
barrens of history. It is 
not easy. This is CGW 
game of the year and 
lone of the best games 
|of all time. $34 



THE LIBERATION OF EUROPE 1944-1945 











THE GAME THAT PREDICTED THE CDDP 
CHALLENffiS TDD TD RUN THE SDVIET UNIDN. 



It’s true. Crisis in the Kremlin, 
designed and programmed 
before the coup occurred, 
predicted an uncanny 
number of the coup’s events. 
The fall of the Communist 
Party. Gorbachev’s mysterious 
“illness.” The dissolution of the 
Soviet superpower. Crisis in 
the Kremlin simulates 
Russia’s economic, political 
and social culture and 


Available for IBM and compatibles 


challenges you to make it 
work. As you try to meet the 
objective of staying in power 
for 30 years, you’ll be kept on 
your toes by top Soviet 
officials, by live TV coverage 
that alerts you to the latest 
crisis — and even (nobody 
said it was going to be easy) 
your Russian mother. Good 
luck. Comrade President. 
You’re going to need it. 


Spectrum 

A Division of Sphere, Inc. 2061 Chaiienger Drive, Alameda, CA 94501 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: 1-800-695-GAME (Orders Only) 
For technical questions and availability call: 1-510-522-1164 (M-F: 9am-5pm PST) 

Crisis in the Kremlin is a trademark and Spectrum HoloByte is a registered trademark of Sphere, Inc. All rights reserved. 
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W estern Front is a detailed simula- 
tion of the Allied invasion of 
Fortress Europa and the destruc- 
tion of the Third Reich. The sequel to 
Second Front, it covers the theater 
most familiar to Americans. This article 
will note various strategies and tactics 
which may assist the player. 

The Allies; Basic Strategy 

No matter how much one dreams of in- 
vading Fortress Europe and blitzkrieging 
the Wehrmacht with little loss, it is wise 
to forget it! Or better yet, it would be use- 
ful to read John Ellis’ Brute Force— a his- 
torical study which explains how the 
Western Allies simply bludgeoned the 
Nazi war machine with superior equip- 
ment and manpower (actually, the Rus- 
sian Front took care of the latter para- 
meter). Throughout the war, sixty per- 
cent of German manpower was engaged 
Nach Osten, and the Western Front was 
almost a sideshow. The German war 
machine simply does not have sufficient 
manpower to offer a defense in depth. 

Therefore, one must use the “Rubber 
Band” offensive strategy— keep stretching 
the German defense. It cannot be strong 
enough everywhere; as it is attrited, a 
weakness will develop that will allow the 
Allies to pour through. Depending on the 
nature of the breakthrough, a Falaise 
Pocket may be established that can bag 
a large number of troops. The Germans 
will retreat through France, and establish 
a defensive line on the West Wall, after 
which one reverts to the Rubber Band 
again, until such time as another hole is 
created, and onwards to the destruction 
of the Reich. 

Remember the victory conditions. The 
destruction of large numbers of German 
divisions is appealing, but victory 
belongs to the Allied player who captures 
four points worth of German cities. While 
Berlin is worth three by itself, often it is 
easier to capture four separate one-point 
urban areas. 

Invasion Sites— Primary: 

While there are numerous invasion 
sites, a detailed examination and/or ac- 
tual play will rapidly reveal that there is 
only one site which offers a sufficient 
beachhead for expansion, geographic 
propinquity to Allied airpower, and mini- 
mal Axis reaction— Normandy. An in- 
vasion at the Pas de Calais will generate 
a strong German reaction, and the Allies 
may not be able to establish more than a 
toehold on Festung Europa. 

Italy is another story. A decisive in- 
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vasion will be virtually impossible due to 
the rough and mountainous terrain of the 
Italian peninsula— coupled with the fact 
that once Italy is liberated, one must then 
contend with breaking over and through 
the Alps. It can be done, but it is a very 
risky undertaking. 

Secondary: 

Secondary invasion sites offer more 
latitude. 

Italy: Historically, Anzio was a sound 
strategic concept ineptly coupled with 
the tactical initiative of World War I’s Gal- 
lipoli— which resulted in what was 
facetiously referred to as “the largest 
P.O.W. camp in World War II.” However, 
the basic function of the Italian Theater is 
to tie up the maximum number of 
enemy troops while minimizing one's 
own commitment— unless one can 
achieve that rare and elusive break- 
through. Thus, this reviewer recommends 
several possible small invasions north of 
the front lines. They may not achieve a 
break-through, but they will tie up Ger- 
man troops. Eventually, the German line 
will become too thin and will crack in 
several places— then the exploitation 
phase can begin. 

France and the Benelux: Anvil/Dra- 
goon, the invasion of southern France, 
historically did little. By the time of the vir- 
tually unopposed landings, the defensive 
lines had shifted east. In game terms, if 
an invasion of southern France is neces- 
sary to achieve a breakthrough, this 
means that the Allied player has made 
some serious errors. This invasion can 
do some damage, but it is normally bet- 
ter to save the amphibious landing craft 
and supplies for mini-landings along the 
northern coasts. In this manner, the for- 
ces facing the main thrust of the Allied ar- 
mies will have to stretch like the desired 
Rubber Band and will eventually break. 

Airborne Forces: Think of airborne for- 
ces as “Kamikazes without Ranes.” Not 
powerful enough to seize and hold terrain 
independently, they are magnificent for 
drawing off enemy forces and allowing 
the major combat elements to achieve a 
breakthrough. A somewhat callous han- 
dling of airborne elements can pay sub- 
stantial dividends— and, occasionally, 
they can even be rescued before decima- 
tion. An airborne drop on Genoa, resup- 
plied by air (a Western version of 
Goering’s promise regarding Stalingrad), 
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can often allow the elements to dig in 
and protect themselves until a quick 
breakthrough is achieved by the infantry 
divisions, for instance. Airborne elements 
allow for plenty of strategic creativity. 

Political Points: Political points repre- 
sent a sort of “favors used.” Historically, 
the Allied strategic air forces detested 
CAS (close air support) and tactical mis- 
sions. Thus, it was only on rare oc- 
casions that they could be “diverted” 
from their primary missions. Similarly, 
the backlash from relieving a general has 
its own cost— his patrons and subor- 
dinates may not take kindly to his relief. 

Thus, each general has a “political cost” 
attached to his persona and, as one 
might guess, Montgomery has one of the 
highest ratings in the game. 

The Allies only get two political points 
per turn (at more difficult levels, this may 
be reduced to zero!). An interdiction mis- 
sion costs thirty (30) political points— this 
is actually a massive “carpet bombing”, 
similar to that historically used in the 
breakout of Operation Cobra (where 
the Panzer Lehr division was virtually ex- 
terminated, as well as LTG Leslie McNair, 
who happened to be the recipient of a 
“shortfall” by friendly fire). This mission 
is guaranteed to punch a hole in any Ger- 
man line; the problem is that it is political- 
ly and prohibitively expensive. 

One can usually achieve better results 
by a closure of the battlefield. Many air 
missions will be conducted independently 
by the computer tactical air forces, and it 
is “cheaper” to isolate a sector of the bat- 
tlefield (e.g. Normandy) by insuring that 
all bridges into the area have been de- 
stroyed. Since the computer will usually 
destroy the bulk of them, it is cheaper to 
pay a two-point political cost per bridge 
and go after the one or two bridges still 
remaining. Similarly, an effective isolation 
of German forces will wreak havoc with 
their communications, and allow an Al- 
lied player to recreate a Falaise Pocket 
(hopefully without the Gap). 

Insofar as relieving generals are con- 
cerned, on the offensive, it rarely matters. 
Since the Allies should rarely be forced 
on the defensive, it is simply too expen- 
sive to relieve Montgomery (which this 
reviewer would like to do, based on 
general principles), or any other leader. 

The costs incurred could be better ex- 
pended elsewhere. 
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Mobile Warfare: Creating a large ar- 
mored force south of Metz may often 
compel the Germans to react in a mobile 
war. By this time, their armor forces have 
been depleted, and the Allied forces can 
usually sweep around and cut off the 
West Wall with ease. 

Corps and Divisions: A large corps is 
a clumsy corps. Thus, when too many 
troops are compressed into a corps 
frontage, they take unnecessary casual- 
ties. Therefore, insure that corps are com- 
posed of three divisions and allow the 
remainder to be used in reserve. Often, 
the tactical commander will force-feed 
these reserves into the battles, where 
they will have a combat-multiplier effect. 

Production: The Allies have sufficient 
industrial capacity to win the war. Replac- 
ing obsolete armor with the M4/76 Sher- 
man and the Firefly may result in a 
shortfall for as long as a month, but 
there will be periods of inactivity while 
preparing for the next major push. If this 
activity is coupled with poor weather, the 
shortfall will be rendered harmless, and 
when the offensive is resumed, it will 
have a much more powerful thrust. 
Similarly, airpower will sweep the 
Luftwaffe from the skies. Note that the P- 
38 Lightning in its capacity as a fighter- 
bomber has the same load capacity and 
cost as the A20 Havoc bomber, yet it 
has twice the range. A word to the wise.... 

The Axis 

Basic Strategy: Never attack! Repeat 
it over and over, “Never attack!” The Ger- 
mans simply do not have sufficient man- 
power or equipment to engage in a 
mobile confrontation with the Allied for- 
ces. Of course, there is always an excef>- 
tion to a rule; an airborne landing behind 
one’s lines may safely be assaulted, but 
that should be about the only exception. 
Too often, a ripe isolated Allied unit can 
be destroyed, but in so doing, the 
Wehrmacht will find that its units become 
decisively engaged by follow-on Allied 
units and thereby defeated in detail. 

Does this mean that the German must 
simply accept every Allied push? Of 
course not! The German “offensives” 
should be limited to bombardment at- 
tacks. This type of “offense” will mini- 
mize German losses and allow the 
Wehrmacht to remain in dug-in and for- 
tified positions. 


Tactics 


Trade space for time. The Germans 
do not have the ability to defeat the Al- 
lies, but can achieve a victory simply by 
insuring their own survival. Pray for bad 
weather, as it allows safer movement and 
retards the Allied offensives. 

Political Points: Political p>oints are es- 
sential to the German. The replacement 
of commanders is much more important 
in order to conduct a viable defensive 
strategy. Therefore, use capable 
“firemen” to be rushed to the areas of 
greatest risk. Politically unreliable 
generals may incur a random disaster 
(i.e. involvement in an attempt to assas- 
sinate the Fuhrer) and be rendered hors 
de combat, but the maximum utilization 
should be made from the more capable 
leaders while they are available. 

Recognize One’s Limitations: Defend- 
ing in the hedgerows of Normandy can 
bottle the Allies up for a period of time. 
However, overstaying one’s welcome can 
result in becoming 
mired, weakened, 
lacking supplies 
and unable to 
evacuate to the 
next defensive 
line. Only practice 
will enable a 
player to deter- 
mine when discre- 
tion becomes the 
better part of valor. 

In fact, a quick 
retreat from Nor- 
mandy in order to 
establish a 
defense along the 
Seine and other 
river systems can 
be effective. Note 
that the Eastern 
Front is always a 
source of dismal 
tidings. That is, in 
normal activity 
turns, one division 
shatters, while 
during heavy ac- 
tivity, four Ger- 
man divisions are 
shattered. This im- 
pinges heavily on 
manpower assets 
available. The nor- 
mal/heavy activity 


is independent of Western Front activity, 
and is date-oriented (quasi-historical). 

Production: German production is a 
source of little Joy. The air war is a lost ef- 
fort; while ME-262AS can be built, their ef- 
fect against the Allied air juggernaut is 
minimal. This does not mean that pin- 
pricks have no effects; simply do not ex- 
pect miracles from the “secret weapons 
of the Luftwaffe." Armor should be 
upgraded as rapidly as possible, but in 
the Axis case, a shortfall can prove fatal. 

Conclusions 

Western Front is a player’s challenge. 
The Allied side is more interesting to 
play, as it creates the tempo of the 
game. The German side is recommended 
for those interested in a purely defensive 
contest. The computer opponent is 
capable but not brilliant. Therefore, while 
it will not make any brilliant counter- 
strokes, similarly it will not make any 
egregious errors. Time is the arbiter of 
victory. c*w 
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A monthly column to improve the quality of play 

THE LOST ADMIRAL: • We have many reports of 
players not being able to play beyond level 1 and 2 and win. 

Be Patient. This game truly takes a little practice to do well. 

The Lost Admiral gets deeper in options and strategies the 
more you play it. The A.I. does not know what ships you are 
starting with or where you deploy those ships; it is truly as 
much in the dark as you are. Use these basics: 

• Battleships need escorts 

• Carriers are for support purposes only 

• Leave no holes in your attack lines 

• Attack with a punch. 

THE PERFECT GENERAL: • As you hone your skills 
in playing this game and start playing at level 3, don't be 
afraid to adjust the handicapping slide bar. This adjustment is 
there to set the game to your ability. If you are having trouble 
winning then set the handicap against the computer. If you 
start winning regularly than set the handicap against yourself. 
This will keep the game forever fresh and challenging. A 
Challenge: "Island at Peace"-defender. at 70% of vour forces. 

Quantum Quality Productions (908)788-2799 

1046 River Avenue, Flemington, N. J. 08822 


December 1991 


Page 147 


Editorial 


Finding a Focal Point 


by Johnny L Wilson 



S tate of the Industry: As of this 
writing, this editor has just 
returned from the 7th Annuai Con- 
ference of the Software Publishers As- 
sociation. Though the SPA extended a 
professional courtesy to all journalists 
who attended, this journalist was very 
concerned by what he observed. The 
SPA no longer seems responsive to its 
members. The relatively small consumer- 
oriented firms who founded the organiza- 
tion have very little say in the way the as- 
sociation pursues its mission. For ex- 
ample, the much-ballyhooed anti-piracy 
campaign has been completely focused 
on business software. One wonders how 
much effort it would have taken to in- 
clude consumer software in the expen- 
sive campaign. Yet the mega-corpora- 
tions that have taken control of the or- 
ganization have no desire to include 
many of the formative companies in the 
SPA in their effort. 

Indeed, it appears that the SPA may be 
nearing a fragmentation. Several major 
entertainment software publishers in- 
formed this editor that they are now 
choosing which one or two employees 
would attend SPA meetings rather than 
bringing their entire management team 
to the functions. They perceive that the 
cost has far outpaced the value. Yet 
when they protested the increases in 
dues and conference charges, they were 
merely informed that their expenses were 
less than most trade associations. So at 
the same time that the conferences are 
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becoming less valuable for networking 
(due to decreased participation), the cost 
of doing business at such a conference is 
going up. Surely the SPA could create a 
tiered dues/participation schedule that 
takes corporate size into consideration. 

Of more importance to consumers, the 
SPA seems unwilling to focus beyond the 
issues of, for example, how the retail 
channel feels about publishers and what 
hardware platforms they don’t have con- 
fidence in at this particular time. Instead 
of forming work groups to standardize “In- 
stair programs, software drivers and mini- 
mal levels of hardware to support, the 
conference program most resembles a 
relic of the recent consumer electronic 
past, a polyvinyl record with a needle 
stuck in the groove— repetitive. If the SPA 
cannot be forced out of the groove, per- 
haps it is time to form a new industry as- 
sociation which is more equivalent to a 
compact disc than a polyvinyl record. 

One perception keeps pounding away 
at this journalist’s head. If the entertain- 
ment software industry hangs onto its 
proprietary software tricks, self-perpetuat- 
ing industry traditions and short-sighted 
approach to future development, we will 
never see this industry capture the hearts 
and minds of ordinary people. If the enter- 
tainment software industry does not find 
some way to agree upon and support the 
equivalent of a VMS standard box that 
can function as a basic appliance 
whether the “user” ever understands all 
its advanced functions or not, there will 


never really be a “mass market.” The in- 
dustry will have lost the opportunity and 
will find itself as outmoded as a 
Betamax or a stereo turntable. 

State of the Magazine: CGW, like the 
industry it covers, must continually strive 
for a focus point. There are so many dif- 
ferent directions that entertainment 
software can move in the next decade: 
videogame machines, multimedia boxes, 
interactive television, fiber-optic network- 
based entertainments, venue-based inter- 
active experiences and virtual reality- 
based amusement parks. This means 
that the journalists who cover such an in- 
dustry must attempt to be aware of what 
might be happening in all these areas. 

It is an exciting, but difficult, chore to 
try to present the relevant implications of 
these new and varied approaches to com- 
puterized entertainment without offending 
one’s traditional audience. Yet, part of 
our charter is to keep our hobbyist 
readers informed of the interrelationships 
between entertainment software firms 
and corporations involved in these other 
approaches. This is why we continue to 
devote space to “industry” stories such 
as the formation of SMSG software, the 
meetings of the Software Publishers As- 
sociation and conferences on future en- 
deavors such as Intertainment ’91. In this 
way, we hope, COW’S readers will be the 
information surfers of the future who 
know both “What’s happenin’ now” and 
“What’s about to happen?” caw 
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Are you hero enougn... 


. . .to ride with Gandalf, Aragorn, and the other 
Fellowship characters against the forces of the traitorous 
wizard Saruman? 

Then explore the all-new fantasy adventure game based 
on J.R.R. Tolkien's The Lord of the Rings. 
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♦ 
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Experience the faithful, detailed re-creation of Tolkien's 
classic work. 

Duel one-on-one with the evil Ores and Dunlendings. 
Interact with individual characters and lead the 
elite cavalry of Rohan as they battle across 
realistic 3-D terrain, or let the computer handle 
the details of _ — - — _ ^ « 

combat ^ KONAM! 
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Available for IBM PC and true IBM compatibles. The program is published with the cooperation of the Tolkien Estate and their publishers, George Allen & Unwin (Publishers) Ltd. The plot of Riders of Rohan, the 
characters of the Hobbits, and the characters from The Lord of the Rings are copyright George Allen & Unwin (Publishers) Ltd 1966, 1974, 1979, 1981. All brand names and trademarks are the property of their respective 
holders. Konami® is a registered trademark of Konami Co., Ltd. Image Works™ is a trademark of Mirrorsoft Ltd. © 1991 Mirrorsoft Ltd. © 1991 Konami, Inc. (708) 215-5111. All Rights Reserved. 
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Lord British presents the next chapter in the best-selling Worlds of Adventure series. 
Join Sigmund Freud, Thomas Edison, Teddy Roosevelt and a host of other historical 
characters for a fact- and fantasy-filled odyssey to tum-of-tlie-century Mars. Hurled 
back in time to the steam-powered 1890’s, you will take part in an adventure through 
time and space unlike anything you have experienced before. Martian Dreams is the 
game that asks, “What if ?...” 

• What if an ancient race of beings had • 
actually built canals on Mars? 

• What (/■Jules Verne had been right, and 
a space cannon powerful enough to send 
men into space had actually been built? 

• 

Featuring the acclaimed ORIGIN Graphics 
and Sound System (256-color VGA and 
original cinematic score), and the award- 
winning Ultima gaming system. 

Hard disk required. 






